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The teenage Mutant Ninja Turties 
Have Mutated Again. 


nly this time it's no accident. As Ultra” transforms 
your favorite arcade game into a hard hitting new 
adventure for the Nintendo Entertainment System: 
















With eight original arcade levels, plus two never before seen 
shell squashing stages and a ton of new enemies, Ieenage 





Strong new enemies Mutant Ninja Turtles” Il—The Arcade Game™ is unlike any — 
rE era ee sewer war the turtles have ever fought in. Radical new attack moves 
will frost your shell. | . really punch up the 
Fortunately two can play at this game, double teaming arcade-style graphics. 


Shredder’s 700 Foot Soldiers who will fight you every step of the way — 
from the Central Park Snow Route to the stone cold Rock ‘N Roll Quarry. 


Of course to crush invincible enemies like Tora and Shogun, you must 
master radical new attack moves which Splinter has programmed | 
into the game. ™e 


So grab the adventure that's hotter than a radioactive meltdown. 
But be warned. You might turn green, grow a shell and suddenly 
start craving jumbo pizzas with extra pepperonis. 
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a a as as 
In the never before 
seen Ninja Castle, 
you'd be wise to 
choose a partner 
before you pick 

a fight. 


GAMES 


Coupon for a FREE Personal Pan Pizza 
from Pizza Hut’ inside every package! 


Ultra® and ULTRAGAMES® are registered trademarks of Ultra Software Corporation. Teenage Mutant 

Ninja Turtles® Shredder,™ Splinter™ and Foot Soldier™ are registered trademarks of Mirage Studios, USA. 
Based on characters and comic books created by Kevin Eastman and Peter Laird. ©1990 Mirage Studios, USA. All Rights Reserved. Used with 
permission. Exclusively licensed by Surge Licensing, Inc. Personal Pan Pizza and Pizza Hut are registered trademarks of Pizza Hut, Inc. Nintendo® 
and Nintendo Entertainment System® are registered trademarks of Nintendo of America Inc. ©1990 Ultra Software Corporation. All Rights Reserved 
Promotion not sponsored by Nintendo of America Inc 
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An NES® game that everyone in the family will enjoy playing? Nat your family you 
say? Wait til you play LUN’s Pictionary! 

Four thoroughly addictive arcade-type games will challenge the NES® champ in 
your family. The higher the score before the clock runs out, the more the hidden picture 
is revealed. Here's where the Pictionary fans take over, trying to identify the object 
before their time runs out. 

Most videomaniacs will want to hog Pictionary all to themselves for the arcade 
action. Others might choose to play 
the electronic versionofthe  .» 


legendary board game. Better 
‘ yet, everyone can join in on 











- the fast-paced, video quick- 
draw super arcade action 
together. So, get ready for Licensed by Nintendo 
Pictionary like it's never 
_ been played before. cots 





Pictionary’ isa registered trademark of Pictionary Incorporated. © 1990 Pictionary Incorporated. All rights reserved. Nintendo: Nintendo Entertainment System" and the 
official seals are trademarks of Nintendo of America Inc. © 1990 LJN Ltd. Ali rights reserved. 
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Like, ever been board to death, dude? Well here’s a chilling fact. 

Ultra’s® Ski or Die™ for Nintendo® puts you and five buddies in the middle of a gnarly, yet nasty snow sport spectacular 
where it’s Survival of the fastest. And the raddest. And the baddest. 

Weave your way through a log-jammed chute in the Snowboard Half Pipe. Jump and jive in the Acro Aerials. 
Test your slope slicing skill when you do the Downhill Blitz. Play a frosty version of dodgeball called the Snowball Blast. 
And join a rubberized race of nerves in the Inner Tube Thrash. But beware! This Winter Wonderland is crawlin’ with 
unnatural hazards like punk penguins, chain saw toting rabbits and bodacious polar bears. 

If you're not iced by Iglooheads or lowlife Lester, try blinding the judges 
with your brilliant backflips, ollies, hand plants and daffies. Hot-dog it in competi- SS ot 
tion or polish your act in practice. Just try to stay alive through the wild tubular 


; y AM 
warfare. Or your snowboard career will be frozen in time. datiaelahes 
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Ultra® and ULTRAGAMES®? are registered trademarks of Ultra Software Corporation. Ski or Die™ is a trademark of Electronic Arts. Nintendo® and Nintendo 
Entertainment System® are registered trademarks of Nintendo of America Inc.© 1990 Ultra Software Corporation. All Rights Reserved. 
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Cover: John Madden is a 


lifelaaleley\s- lal amile [6 [comm lammcele)cer-\|mmr-lale) 
now he’s making an appearance, 
thanks to Electronic Arts, on the 
Sega Genesis. Turn to page 36 for 
the first peek at this hot cartridge. 


Cover Art: Alan Hunter 
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CRASH AND BOOM 


by Maxine Naylor and Cathy Dunn 

VG&CE presents the first in a continuing 
series that follows the adventures of 

vidkid Crash and his pixel partner, Boom. 


118 


FANDANGO 


by Arnie Katz 
Arnie has covered the burgeoning fanzine 
market in his Inside Gaming columns, but 
now VG&CE devotes space each month to 
these budding editors and their 
homemade efforts. 


20 
BONK AWARDS RESULTS! 
VG&CE not only announces the 
“winners” of the infamous Bonk Awards, 
but also the three lucky readers who 
managed to snatch TurboGrafx-16 
products in our contest. 
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MARIO IN FOUR-COLOR LAND 


by Howard H. Wen 
Valiant Comics has launched a series of 
comic books based on Nintendo 
characters. Our reporter gives us some 
background information on how they 
came to be. 


108 


PLAYING THE LEGENDS: 
LIVING THE HEROIC LIFE 


by Joyce Worley 
Mythology plays a strong role in our 
society, but what effect does it have on 
our electronic games? Get an in-depth 
look at the latest “legendary” software. 
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LOOKING FOR THE LIGHT: 
A PLAYER’S GUIDE TO 
FINAL FANTASY 


by Clayton Walnum 
This month, our RPG answer man gives 
practical advice for helping you find the 
light of the orb and surviving Nintendo’s 
latest epic adventure. 


THE WONDERFUL WORLD OF 
WINTER SPORTS 


by Bill Kunkel and Joyce Worley 
Hockey and skiing are fun, but if you’re 


not careful you can break your leg or lose 


a tooth. That’s not the case with 
electronic athletics, so check into our 


computerized chalet for some excitement. 
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of the Crystal Palace, Ultimate Basketball, 
MegaMan 3, Strider, Sinistron, Mickey 
Mouse in the Castle of Illusion, Lakers vs. 
Celtics and the NBA Playoffs, Super Star 
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COMPUTER-GAME STRATEGIES 


by Frank Tetro, Jr. 
Prince of Persia and Castlevania are on 
the slate for this month’s strategy lesson. 
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t‘s no secret 
that at times | 


find Nintendo’s way of doing : 


business underhanded. A glance at 
certain issues of VIDEOGAMES & Com- 
PUTER ENTERTAINMENT makes that very 


clear—and I’m not ashamed of it. Of ¢ 
late, Nintendo’s attitude has been : 


one of arrogance. “If you don't like 
my rules, you can't play the game. 


against Nintendo’s Dr. Mario game 
for its use of pills as play- 
ing pieces, | received a 
copy of the game from 
Nintendo’s PR firm—or at 
least the box...empty. 
Guess | deserved that one 
somewhat. Oh, well. 

Witness recent lawsuits 
against Lewis Galoob Toys and 
Camerica for U.S. and Canadian 
sales (respectively) of the Game 
Genie, the “video-game enhancer.” 
Representatives from Galoob insist 
that Nintendo at one time offered to 
“support” the product. Three days 
later, Nintendo took Galoob to court 
over the Game Genie. 

It makes you wonder, if indeed 
this incident took place as it was 
relayed to me, what was going 
through the minds of Nintendo’s 
executives and what would cause 
them to be so vindictive? 

Having spent a good deal of time 
messing with the Game Genie, | find 
some of Nintendo's legal arguments 
a bit tenuous. For instance, how 
would the Game Genie affect the abil- 
ity to market a game sequel? Though 
the Game Genie does allow you to 
change parameters, such as what 


MN R level you start at 


and how many 
lives you have, this won’t create a 
new goal in the game—f your task is 
to rescue the princess, she'll still be 
there at the end waiting for you. 
What | find most exciting about 
the Game Genie is the aid it brings 
to those gamers whose abilities are 


: below what the average game are 
For example, after my tirade : 


designed for. For instance, my 


> seven-year-old daughter gets far 





mee MOre enjoyment—reaa: 
| less frustration—on Super 
Mario Bros. 3 using the 
Game Genie than under 
“normal” game play cir- 
|| cumstances. 

; The other example | can 
use is the anecdote Camer- 
ica’s president, Dave Harding, 
relayed to me on my visit. He told of 
getting a letter from the father of a 
handicapped 21-year-old, who 
explained how his son had heard of 
the Game Genie and badly wanted 
one to bring game play to a level 
that was less strenuous. Due to his 
handicap, his reaction time was not 
good enough to let him get full satis- 
faction out of most games. 

Harding took it upon himself to 
send a Game Genie to this lad as a 
gift, and the result was as expected: 
Using the device to alter his car- 
tridges’ parameters brought new- 
found enjoyment from his games. 

I’m sure Nintendo’s lawyers will 
cringe at this story; but after all, isn’t 
that why Nintendo creates video 
games—to be fun for the player? 


—Andy Eddy, Executive Editor 
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YOU'LL FLIP OVER IT! 


All across the cosmos, top Get ready for the new Irem_- 
gamers like yourself have . America game that’s catching 
been flippin’ out over Metal- the NES™ world by storm. 7 


Storm’s “Gravity Flip” feature. - MetalStorm. 
Together with such never- 
before-seen game features as 


% 
dual scrolling and “breathing” 
enemies, ‘Gravity Flip’ will 
leave you wondering just . . 
which way is up. IREM AMERICA CORP® 


So arm yourself to the teeth 
with State-of-the-art power-ups: 8335 154th Avenue NE. 


« Bullet deflecting Redmond, WA 98052 


‘ FAX: (206) 883-8038 
“Shield Force” icici 
* LaserGun energizing = 
“Power Beam” Guana) 
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And Lurking in Mendel Palace. 
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Where only you can save a beautiful girl from her own 
nightmare — from her own toys that have sprung to life! 


Welcome to MENDEL PALACE™ , a fantasy as wild as 
{ole mlantshsiialelecelal 
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played anything like it. 
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HUDSON GROUP 


HUDSON SOFT’ 


Hudson Soft USA, Inc., 400 Oyster Point Blvd. S-515 
South San Francisco, CA 94080 « Tel:415-495-HINT 


Hudson Soft is a trademark of Hudson Soft Co., Ltd. 
Mendel Palace™ is a trademark of Hudson Soft USA, Inc. 
Nintendo® and Nintendo Entertainment System® 

are registered trademarks of Nintendo of America Inc. 
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If you go to sleep dreaming about video games--don'‘t. 
Freddy's * back and he’s taken on a terrifying new form. You and 
your friends must search the neighborhood for Freddy’s bones. 
When you enter the fateful house on Elm Street, you'll confront 
monsters and spooks that would give even Freddy a fright! 

But, beware. The farther you go, the deeper in trouble you get. 
Until, at last, you face the most feared horror legend of all time... 
Freddy Krueger’ himself! Will you be the one to put an end to 
Freddy's reign of terror? Dream on. 





Licensed by Nintendo 
fel m@elt-\\Melam ial 


ENTERTAINMENT 
. SvsTem 


LTD. 





© 1984, 1990 The Fourth New-Heron Venture. All rights reserved. TM indicates a trademark of The Fourth New-Heron Venture. All rights reserved. Nintendo,” Nintendo Entertainment System" and 
the official seals are trademarks of Nintendo of America Inc. LIN* is a registered trademark of LJN Ltd. © 1990 LJN Ltd. All rights reserved. ; 
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_ Welcome to Maniac M2 
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The weirdest house 
on the block! 


“Dr. Fred should 
chill out? 


A game of life 
or death. 
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Watch the Maniac Mansion TV Show 
on The Family Channel 
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And a scalpel-wielding doctor with an attitude? Anda oe, 
cheerleader held captive in the basement? saa 


Just your average day in Maniac Mansion"! Totally weird! Definitely 
wacky! It’s the first game for your Nintendo Entertainment System® that 
combines the challenge of a mystery with the off-the-wall humor Americans love. 

Your goal — rescue the cheerleader and keep the mad doctor from taking over the 
world. There are over 50 rooms to search for clues. A cast of dangerous characters to avoid. 
And five completely different endings. It’s even based on the original from LucasFilm Games. 

You pick three of seven teenagers to go inside to solve the mystery. Who you pick determines 
the course of the game. 

Want to take a break? No problem. Maniac Mansion’s battery back-up always saves your place. 

Maniac Mansion is different every time— sometimes scary...sometimes silly. ..but always a 
challenge...the kind of a game that will keep you up nights trying to figure it out — or afraid to fall asleep! 
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Listen! 7 “Tll suck out 
A nuclear reactor! your brains!” 
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Don't get Weird Ed's Into the dungeon, 
hungry! hamster mad. Dog Breath! 
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“Nurse Edna, A chainsaw The hamster's Look for clues 
you are U-G-L-Y” in the kitchen!? in the microwave!! on the film. 


The mystery has just begun. 


Jaleco”™ is a trademark of Jaleco USA Inc. Maniac Mansion’ is a 
trademark of LucasArts Entertainment Company. Nintendo” and 


’ : . Nintendo Entertainment System“ are registered trademarks of Nintendo ($1.75 first minute; 90¢ each 
Get the official Maniac Mansion of America Inc. © 1990 Jaleco USA Inc. additional minute.) 
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CRASH...WHAT CRASH? 

Dear VG&CE: 

As a survivor of the Great Video 
Game Crash of ‘84, | am still reveling 
in the industry’s renaissance. | would 
confidently have bet the wife and kids 
(that’s okay—I have neither) against its 
resurrection so soon after the devas- 
tating game glut that literally buried 
the hobby in the local landfill. As a 
survivor of the Great Video Game 
Crash of ‘84, however, | am also 
deeply concerned. History is repeating 
itself, I'm afraid; it’s déja vu time. 

The early-’80s game scene was cor- 
rupted and ultimately destroyed by a 
slew of third-party software compa- 
nies that had no desire to produce 
a decent game—and probably 
couldn't if their collective lives 
depended on it—but instead 
sucked the life force out of a thriv- 
ing industry. Those profit parasites 
proceeded to saturate the market with 
so much high-priced dog dirt that the 
consumer simply said, “Forget it!” 
and walked away with insulted intelli- 
gence and wounded wallet. 

This, | fear, is poised to happen 
again. Even with the controversial 
constraints and “stamp-of-approval” 
policies enforced by the console gods, 
we are still seeing some truly horren- 
dous product hit the store shelves. I’m 
certain we can all think of too many 
new games we've seen that wouldn't 
even be worth renting. Whoops, did | 
say “renting”? Yes, I'm afraid that con- 
cept has added a new wrinkle to the 
‘90s game scene, one that may also 
expedite its demise. 

Let’s face it, no one but the eccen- 
tric millionaire will blindly shell out 
$50-plus on every cartridge that hits 
the stores if the opportunity exists to 
rent the game for mere pocket change. 
In the typical (yet unintentional) “bite- 
the-hand-that-feeds-you” injustice, a 
gamer may rent a game and in one 
evening “conquer” it or at least 


12 










explore it sufficiently (thanks in large 
part to the “cheat codes” outlined in 
the gaming publications), return it and 
never play it again. | would bet the 
wife and kids (again) that a very small 
percentage of cartridge sales are the 
direct result of rentals. 

The bottom line is, we need consis- 
tently higher quality games! | believe | 
speak for the gaming community 
when | say that | would be none the 
sadder if | never had to throw anoth- 
er Ninja Star or miss the chance to 
play Son of Super Mario Brothers’ 
Third Cousins, Twice-Removed, 
Part 27! | am, however, fully pre- 
pared to spend $50-plus on a quali- 
ty game—one that will keep me com- 
ing back for more—the likes of which 
have become fewer and farther 
between. 

Hey Nintendo! Hey Sega! Hey NEC! 
Wake up! Your stamp of approval 
needs some fresh ink, its significance 
has faded. The store shelves are burst- 
ing with mediocre to abysmal games 
that are not selling. Retailers were 
leery enough to re-enter the market in 
the late ‘80s. If they should get burned 
again, let’s not count on another “for- 
give and forget.” 

Read your history books, game 
gods, and write your programs wisely. 
If the industry should fall again—and 
its sights are locked-on—there may be 
no third chance. 

—William Simpson 
Los Angeles, California 


There’s not much that we can com- 
ment on in this letter, William, as you 
have taken the situation and put it in a 
nutshell. You and | both agree that the 
video-game market is headed for 
another disaster—and all the claims 


that Nintendo makes regarding how 
much it has done to revitalize the mar- 
ket won't keep it at the high level it 
has lived at these past few years. 

What can be done about it? It’s like- 
ly that as this issue hits the stands, 
some companies will be dropping out 
of the game market, at least here in 
the U. S., where they’ve had a harder 
time competing. This “survival of the 
fittest” situation will naturally weed 
out the weaker players. We also 
believe that high-cost software will 
ring a death knell, and prices must be 
trimmed to what the average family 
will pay. Fifty bucks is a big chunk, 
and we’re hitting a crossroads 
between the desire for blockbuster 
games and the sour taste of the 
accompanying high price tag. 

VIDEOGAMES & COMPUTER ENTERTAIN- 
MENT hates to make long-range predic- 
tions, but it’s our estimate that things 
will go down before they go up again, 
as has happened in the industry in the 
last couple of years. Perhaps too 
many players are gloating over recent 
victories, instead of looking out 
behind them. Only time will tell. 


DR. NINTENDO 

Dear VG&CE: 

| wanted to respond to your editori- 
al regarding Nintendo's Dr. Mario in 
the October 1990 issue of VG&CE so 
that you'll have a clearer understand- 
ing of the game’s theme. 

Dr. Mario is merely a twist on a 
common premise: good triumphing 
over evil. In this case, Nintendo 
designed a visually appealing game 
that allows the player the chance to be 
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a hero by pitting vitamins against 
menacing viruses that have escaped 
from a lab experiment. 

Moreover, Dr. Mario was created 
solely as a whimsical form of enter- 
tainment. The packaging, characters 
and instruction booklet underscore the 
game’s entertaining premise and 
establish clearly that the capsules are 
vitamins used to eradicate a danger- 
Ous virus in a laboratory setting. In 
addition, it is made clear that the vita- 
mins are dispensed by a doctor in a 
controlled setting. 

We hope that you now better 
understand the concepts behind the 
creation of this engaging, constructive 
and nonviolent game for our players. 

—Bill White 

Director, Advertising/Public Relations 
Nintendo of America 

Redmond, Washington 


Andy-&ddy responds: Thanks for 
your letter, Bill. Frankly, | didn’t think 
that Nintendo would ever respond to 
some of the issues that have been 
raised in VG&CE. 

While your letter tries to clarify 
your company’s view of its game, ! 
still stand pat on my assessment. And 
in all honestly, we’ve had calls and let- 
ters on both sides of the fence. Some 
readers thought | overreacted; others 
felt my opinion was right on the 
money. 

In my view, the bottom line is 
that people are sick and tired of 
drug abuse—as evidenced by 
the voting in our Bonk Awards 
(see page 20). Dr. Mario simply takes 
liberty with drugs, whether good or 
bad, and the fact is it didn’t have to be 
designed that way at all. 

As a parent, it’s my fear that some 
kids won't be able to discriminate 
between good pills and bad pills and 
will “play” with their family medicine 
chest. | feel that Dr. Mario supports 
children pretending to be a doctor and 
dispensing pills—vitamin or other- 
wise. After all, Mario was previously a 
laborer in other games, but suddenly 
has tossed on a smock and become a 
doctor. 

Bill, we have to remember that kids 
are quite impressionable; and, accora- 
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ing to your own company’s figures, 
about 69% of NES players are under 
18. In addition, there’s an NES in an 
estimated one out of every four U.S. 
households. That’s quite a substantial 
quantity of our youth who are getting 
a lot of “learning” from your compa- 
ny’s products. 

As | said in my editorial, it wasn't 
necessary to make the playfield a pill 
bottle or the pieces you move around 
in the shape of capsules. The themes 
of these games are fantastic enough 
as to allow lots of latitude in game 
design. | stand behind my opinion that 
Dr. Mario goes over the line and takes 
a risk that | wasn’t happy with. 


JOYSTICKS ON THE 
WALL, JOYSTICKS... 
Dear VG&CE: 

You recently printed a letter from 
Seth King. Seth asked if you knew of a 
source where he could purchase 
games and controllers for the Atari 
5200. Good news! Telegames USA 
carries 5200 titles and controllers, new 
and factory-sealed. It also carries over 
100 titles for the Colecovision and a 
few dozen for the Intellivision. (They 
also sell the Colecovision system, 
roller controller, super action con- 
trollers and driving module.) 

Also, games for the Atari 7800 
are being sold direct by Atari, and it 
is making all the new titles avail- 

able as they are released, includ- 
* ing Klax, ElectroCop and Ikari 

Warriors. 

—Dennis Chimelis 
Bellport, New York 


Dear VG&CE: 

| am writing in response to a letter 
written by Seth King in the October ‘90 
issue. | have over 30 games (and 
peripherals) for the 5200, as well as 
the system itself, which | have been 
trying to sell for some time. This leads 
me to believe that there are many 
gamers out there who are trying to 
buy or sell video games, but cannot 
locate the appropriate buyer or seller. 

My suggestion is this: Why not 
institute a reader’s exchange page 
where gamers can advertise what they 


are interested in buying or selling? 
|, for one, would greatly appreciate 
something like that, as | have not 
found any interested parties for my 
merchandise. 
—Richard Devorin 
Elmhurst, New York 


A tip of the cap to you guys, and 
I’m sure that Seth thanks you too! 

As for Richard’s idea of creating a 
“classified ad” section in VG&CE: The 
main problem with this concept is that 
the magazine has a long lead time, 
meaning it would be some time 
before a person’s ad would be read. 
VG&CE is looking into offering an 
instantaneous classified ad service 
through the “World of Video Games” 
on DELPHI. We will pass the word on 
when we finalize the details. 


SEGA ADDITIONS? 

Dear VG&CE: 
lam a loyal Genesis owner and just 
recently looked at another gaming 
magazine. | saw an illustration of a 
CD-ROM for the Genesis system and 
also a handheld Sega portable. Will 
U.S. shores see these additions to the 

Sega line? 

—Ryan Hogan 
Laguna Niguel, California 


Lots of video gamers are hot for 
information on these two products, 
but, unfortunately, there isn’t much to 
tell—yet. Sega of America representa- 
tives are looking at these Japanese 
products and trying to fit them into 
the American scheme, so we'll likely 
see these products in the near future. 

Currently, there have been no firm 
announcements on a U.S. release of 
either product, though a Sega rep told 
us that the Genesis CD-ROM won't be 
here any sooner than 1992. The Game 
Gear, the Sega color portable you 
spoke about, has just been released in 
Japan and is reportedly quite nice, 
with an optional TV tuner not unlike 
the one that’s available for NEC’s Tur- 
boExpress. For the time being, we'll 
just have to sit tight and await the 
arrival of these innovations to our 
shores. 2 
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DOUBLE DRAGON II: THE REVENGE™ 
$10 REBATE 


To receive your $10 rebate, complete this certificate and mail it together with 
(A) the UPC symbol from an Acclaim Double Dragon II: The Revenge 
package (for play on the Nintendo Entertainment System”) and (B) your 
Original cash register receipt showing the store name, date of sale and your 
circled purchase price to: 


DOUBLE DRAGON Il: THE REVENGE REBATE OFFER 
P.O. BOX 8580 
WESTBURY, NY 11592 





Orders must be received by January 31, 1991. Receipts dated prior to 
October 21, 1990 are not eligible for rebate. 


(Please print clearly) 


Name____ Ss 


PO a 


_ 


Additional terms: Limit one rebate per household or address. This certificate 
cannot be reproduced. Offer good in USA only and void where prohibited, 
taxed or restricted by law. Not responsible for lost, delayed or misdirected 


mail. Allow 6-8 weeks for delivery. VG 
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THE ARCADE SMASH 
IS NOW PLAYING ON NES’! 


CIRCLE #102 ON READER SERVICE CARD 
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(Wow, HEADSPLITTIN’ ACTION... | 
KICK BUTT... BETTER DAYS, loser’ | 
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WAY (eoL/ / 
MY CHRISTMAS F 


sy » 
MAXINE NAYiOR See 
& CATHY DUNN 


AUNT THELMA/ 
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@ iid MAXING KATSR/CATHY pun 


PATHETIC. LITTLE 
LIKE WH9A, DUDE... EARTH CREATURE. 


A REAL LIVE VULCAN! : : A VULCAN/?/ 


HOW UTTERLY 
INSULTING / 

IM SORCERER BOM 
FROM THE WORLD 


OF PIKELS 4 BITS. | pr hn 
YPuvVE BLASTED THE 2-BIT 


» | ME INTO REALITY | DIMENSION OF 
@) (YECH) AND NOW IVE RQ VIDE? WORLD, . 4 
| Got te GET BACK. THE LAST RUMAN — 
, HEY/... WHO ENTERED WAS DoHN NAUERT... 
PTAND CLEAR: WAIT PUDE/ AND leek WHAT HAPPENED Te HIM/ 


— 


YiKES/ BARKING BATS/ IF THEY CATCH YOU THE “BBB Atitii/...17 one oF THesE MeNsTEReUS END DUDES/ 
ON YOUR LEG... QUICK, RUN BEHIND $8) THE RECK/ | HeW ARE WE G°ING To GET PAST HIM? 


DUH/... SILLY SPRCERER THINKS HE’S re eee 
PASSED ME...WAIT TILL HE SEES HIS PRIZE‘ 9a MM. WHAT A BABE! > 


~. 


—_peeiin 6 : PRUNECESS,/ 

UH, DUH. GEE, THANKS — oe ed PI Fe way, 026 

JELLY- FILLED... MY Prange NED BREATH... 

IT’S ONLY FAVORITES./ BD) oF THE FAIR | a |M GING Te 

THE DRPOLING | ee ie, Ree PRINCESS’ =e AL BARF/... 
DEMON... oa > He IN . 


DONUTS ARE 
ALWAYS THE 
WAY Te A 
DEMON ’S 
HEART./ 
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Characteristics of 180 war- 
lords have been simulated 
based on the renowned 
text of Sanquozhi Yanyi. 
Even 20th century 
“ strategists are destined to 
do ver 18,000 spend hours, even days on 
years ago many of the each game. And when you 
men in China dedicated take a break to philosophize 
their life to the study of on your next action (if you 
philosophy. And then can pull yourself away) you 


— it to a war to 6 agi iyi 
end all wars. | | ) 
Mies CONnquering 
— thisqame 
a 
will take you 
centuries. 


hoarde known as the 
Yellow Scarves. Who 
amassed a power no 
one had yet to conquer. 
can actually save up to 
Yen, three histories exactly 
@ where youve left off. 
You can put yourself 


Fact is, no one could 
assemble a force strong 
in the place of Liu Bei, 
dedicated to raising an 





enough to destroy 
them. 

In Destiny of 
an Emperor, your 
challenge is to 
change the Perr 
course of history ¢ yeaa 
forever. For the soleus? 











rs 


~~ 


good of China. ¥ army for the restoration 
And the world. of the dynasty. Or Guan 
This full scale, Yu, an exceptionally 
role playing EE skilled warrior, 
adventure game match for a 
for the Nintendo 4 thousand {| 
System will put | soldiers and 
youdeep inthe es 934444 worshipped ¥ 
throes of that Sraiarereeees asa god. : 
War. ' ' In the mountains, But no 
The action is rebels await behind matter who 
as real as it gets a ee you are, it 
thanks to the discovery will be hard to win the 
of authentic documents war against Zhang Jao, 
detailing the era. the deadly leader of 





x the Yellow Scarve 

rebels and founder of 

s>,| the Tai Ping sect. Not to 
4 mention the most feared 


© 1990 CAPCOM USA, INC. Destiny of an Emperor is a trademark 

of Capcom USA, Inc. Capcom is a registered trademark of Capcom USA. 
Nintendo and Nintendo Entertainment System are trademarks of 
Nintendo of America, Inc. 
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Chinese 
warlord of 
all, Lu Bu, 
destined 
to bea 
traitor 
because 
of his 
great 
strength A 
and courage. 

You'll use every 
strategic cell in your 
brain to fulfill your 
constant requirements 
for weapons, food and 
manpower. You'll give 
important commands 
that could mean your 
life, and the life of 
your armies. And in 
true Chinese tradition, 
you ll engage in battle 
again and again to defend 
your honor. An honor 
certified by an oath signed 
in blood. 

When all is said and 
done, there will be room 
for only one Emperor. 
Whether or not that will 
be you is your destiny 


alone. ; 
capcom 
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Pipe Dream. If you're a Game Boy™ 
or NES® player, you're looking at 
the next big thing. Because it all 
comes down to you vs. a whole ware- 
house full of plumbing parts. And 
the forces of chaos. But you've got 
four powerful weapons. Your right 


hand. Your left hand. Your right brain. 


And your left brain. 

In the real game, this slimy green 
stuff called flooz starts flowing 
through the pipes. To stay ahead of 
it, you have to build the most radical 
pipeline you can dream up. And 
that’s exactly what you have to do 
with this puzzle. 

Start where it says START, and 
put each of the nine pipes in an 
empty square. Make sure every little 
white dot stays in the top left corner, 
or your entry won't count. Some 
pieces have two straight pipes cross- 
ing each other. The flooz always 
flows straight across these pipes and 
out the opposite side. If you can 
make your pipeline loop around so 
the flooz crosses through one of 
these pieces twice, youll 
score bonus points. 

(Hint: To get the high- 
est score, you don't have 
to connect all nine pieces 
to every pipe on the grid.) 


So if this sounds like 










gb 





PIPE DREAM CONTEST ENTRY FORM 


Name Age 
Address 

City tH 
Phone My score is 


$1000 BONUS PRIZE! Answer question | or 2 to qualify. (Optional) 
1. The two scores on the Pipe Dream package for Game Boy are 
a | 

2. The scores on the Pipe Dream package for NES are: 


Bonus 


Send to: Pipe Dream Contest, PO Box 2911 Redmond, WA 98073-2911 


Bonus 
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OUT, YOU MIGHT BE 
PIPE DREAM. 


your kind of game, try it now. 





GRAND PRIZE- __ eee 
Then go down to your Nintendo ATRIP TO NINTENDO! pp? | 





















dealer, and see what it’s like PRIZE 
for real. When you've got nine _ If you're one of our three | 
million gallons of Grand Prize win- EREE BPS 
flooz breathing HOWTO TOTAL | ners,you'llgeta | GAMEOF 
down your neck. YOUR SCORE trip to Seattle for CHOICE. | _ 
And gaining. Sg le are 4 days and 3 nights. BULLET PROOF SOFTWARE T-SHIRT’ 
ooo square the flooz flows through. Your prize includes i : ; 

HOW TO seen AN ata igh round trip airfare RD PRIZE (75)—FREE BPS T-SHIRT! 

ount all the pieces you place, 
ENTER: and ‘a F pieces that you use for two : and hotel BONUS PRIZE =$1,000! 
i ARE Bam OR on the grid. Enter our $1,000 drawing, too! Answer one 
Cut the puzzle Sinise bonis Bacchi lcblitcs i. oping ia grat bonus question on the entry form and you 
pieces out of this the flooz crosses itself in a cross ies ge i could win. Heres how: On the back of the 
: pipe. (Plus the basic 100poins | grand tour of Pipe Divan et ee 

magazine and : 

“hersinthe | Prtesauare) Nintendo. Meet | ee aa 
paste them in the 7 | scores from ei or Game B 
igh piapesene 500 ~ —— es piece | Nintendo Game on the entry coupon. 

este he Shetinsen Counselors. 
the grid. Or make | flows through. (Plus the basic Lh d d : 
¥ 100 points.) Talk some per erent NEY yee 
a copy and work | Nintendo dealer 
ith that. Then Subtract 100 points: For every hard-core 
sh 4 - Je | Pisesom dons including NES with When you get there, 
send in the puzzle the pieces you cut out, and the them. You'll this is what the 
and the com- cine gaiameamadal packages look like 
ET ES the grid. even have 
pleted form to us. B 1; 
Allentries must | {figure out the highest lunch at Cafe ee ae ae 
iti haa score, you win. In case of a tie, Mario™ where there soon. Or they ll look 
be received winners will be decided by 
like an empty , 
January 3] 199] random drawing. all the Nintendo i 
people eat. Anda ‘Pace on the PIPE DREAM’ 


IMPORTANT: Write your score dinner at the Space Needle in dealer's shelf. a, 3 
on the back of the envelope. your honor. : TS ae ,@ 
Unscored or incorrectly scored So, if you want to see how basi — 
entries will be disqualified. _— intense e Pipe Dream acme is, & 5 | 












BULLET-PROOF 
SOFTWARE™ 








Pipe Dream is a trademark of LucasArts Entertainment Company. Original game design © 1988 Entertainment Intemational UK. Ltd. Original game concept by The Assembly Line. Nintendo, Nintendo Entertainment System 
Game Boy, and Cafe Mario are either trademarks or service marks of Nintendo of America Inc. Bullet-Proof Software is a trademark of Bullet-Proof Software, Inc. © 1990 Bullet-Proof Software, Inc. All rights reserved 
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announce the winners in this i issue, and here they are. 


i 


FIRST PRIZE: 
(TurboGrafx-16 system, TurboGrafx-CD Player, Bonk’s Adventure) 
Tim Allen 
, Broken Arrow, Oklahoma 


A ee 





: SECOND PRIZE: 
06 afx-16 system, TurboStick, Bonk’s Adventure) 
3 Jason Goulding 


. Oak Park, Illinois 





THIRD PRIZE: 
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DLIZZ7LE 
f GS fa fa tee 
Is to baffle and disturb mentally. To confuse, confound, bewilder 
and befuddle you. Are you up for this type of challenge? Can you 
put such pieces within this game together? Figure out this SNK 
Role Playing Game. A shield, a necklace, pendants and rings. 
These are possessions you'll want to bring. Visit the towns and 
GET ACLUE. This will help to get you through. Tornel and Stom 
will test your strength. When you finally meet Draygon, you've 
travelled at great length. There's just one way to clear your doubt, 


call SNK to figure this game out. Here's one more hook, fill this 
out and I'll send the book. 








1-800-PLAY SNK 
SNK Corporation of America, 246 Sobrante Way, Sunnyvale, California 94086, (408) 736-8844 


© 1990 SNK Corp. of America. 


Please send me your free strategy guide for: 
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SNK Corporation of America, 246 Sobrante Way, Sunnyvale, California 94086, (408) 736-8844 
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VG&CE Readers 
Bonk Hussein 

Over 3,000 VG&CE readers 
responded to the survey 
sponsored by NEC that ran in 
the September issue of 
VG&CE. The campaign asked 
kids to send in postcards 
with their nominees for the 
1990 Bonk Awards, citing in- 
dividuals and things for 
dumb, outrageous and unfor- 
givable behavior. 

The “winner,” by an over- 
whelming margin, was Iraqi 
leader Saddam Hussein; over 
1,500 voters named him the 
person who most deserves to 
be “bonked.” Drugs and drug 
dealers came in 
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publicly aired problems), 
Pete Rose (gambling on 
baseball), Roseanne Barr 
(bad singing and all-around 
bad behavior), Exxon (for the 
Alaskan oil spill) and gangs. 

Grant Schneider, NEC 
vice-president, expressed 
Surprise at the responses: 
“We might have assumed 
that kids would want to bonk 
things like homework. It’s en- 
couraging to see that their 
awareness and concern re- 
garding world affairs is very 
high.” 

The verb “to bonk” comes 
from Bonk’s Adventure (by 
NEC for play on TurboGrafx- 
16). The hero, Bonk, uses his 
head to bang enemies. 
“Bonk has become a sort of 
contemporary vigilante for 
good,” explained Schneider. 


CD Update 
Sierra On-Line will release 
a series of interactive, multi- 
media software in Japan for 
play on the Fujitsu FM- 
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Townes CD-ROM computer. 
The first game available in 
the Island Nation will be 
Mixed-Up Mother Goose, to 
be followed by other interac- 
tive multimedia entertain- 
ments in 1991. 

Mixed-Up Mother Goose 
features high-resolution 256- 
color graphics with painted 
backgrounds, complex ani- 
mation and digitized voices 
in Japanese and English. 

In other CD news, Activi- 
sion released The Manhole 
(formerly available only for 
Macintosh) for use on IBM- 
compatible CD-ROM players. 
This is a point-and-click ex- 
ploration that sends players 
either up a bean stalk to the 
sky or down the manhole to 
the underworld. The new 
version has full-color scenes 
and animated characters that 
speak with digitized voices, 
plus a music soundtrack with 
original songs for specific 
scenes. 

Activision’s Cosmic: Osmo 


is now available for Macin- 


~ tosh CD-ROM. It contains 


over 100 megabytes of code 
and music, which, according 
to company spokespersons, 
makes it the largest enter- 
tainment-software product 
available in the U.S. It uses 
point-and-click technology to 
rocket with Osmo through a 
mythical solar system with 
seven separate worlds. Nu- 
merous games are embed- 
ded, as well as 20 original 
songs and a music sound- 
track that runs simultane- 
ously with game play. It fea- 
tures simulated 3-D graphics 
and animated characters. 


Test Drive Ili Gets 
Extra Disks; Drivers 
Get Shades 

Accolade is preparing 
extra car and scenery disks 
to go with Test Drive Ill: The 
Passion. The first disk con- 
tains additional exclusive 
cars and scenic roadways 
and should be on retailer’s 
shelves by the time you read 
this issue. 





Test Drive Ill: The Passion, 
designed by Tom Loughry 
(Steel Thunder, Gunboat 


River Combat Simulation) 
simulates the 225-mph 
Chevrolet CERV Ill, the 378- 
horsepower Pinnafarina 
Mythos and the $185,000 
Lamborghini Diablo. The pro- 
gram uses a combination of 
polygon-fills, bit-mapping 
and digitized vehicle interiors 
to create such details as on- 
coming and cross traffic, tun- 
nels, stop lights and signs. 
The scenery contains lakes 
with boats, rivers, waterfalls, 
train crossings, bridges and 
buildings. It also features day 
and night driving, which calls 
for drivers to use their head- 
lights, and inclement wea- 
ther that requires use of the 
windshield wipers. 

As a further inducement 
to purchase the game, Acco- 
lade is providing dealers with 
free, custom-designed four- 
color Test Drive II! Dashboard 
SunShades to give to con- 
sumers who purchase the 
product. 


Three-Sixty Harpoons 
New Version 

Three-Sixty Software has 
a new version of Harpoon 
(the company’s blockbuster 
naval simulation). The new 
upgrade, titled Harpoon v1.2, 
is said to use less memory, 
run smoother and add fea- 
tures to the original. It’s 
available in three configura- 
tions: on two 3%-inch 720Kb 
floppies; on one 5%-inch 
1.2MB floppy and three 5%4- 
inch 360Kb floppies; or on 
five 54-inch 360Kb floppies. 

To get the upgrade, return 
the original program disks 
with $5 in American funds 
($10 in Canada), and indicate 
the format desired. 


Neo*Geo Goes 
to Market 

SNK has opened an office 
specifically for sales of the 
company’s home video- 
game system, the NeosGeo. 
The new headquarters for 
SNK Entertainment is located 
in Torrance, California. (See 
the September issue of 
VG&CE for information about 
the new console.) The home 
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Had enough of ninja swordfights on Planet Zark? Wondering why it’s always up to you to defend 
the universe against foreign terrorists with bad breath and giant radioactive amoebas? 


“Y Reclaim your brain! Get Puzznic’ 
— it’s the fast-paced puzzle that'll give your mind a heavy duty workout. 


Puzznic seems easy — move and match geometric shapes to wipe out all the puzzle pieces. 
Trouble is, you've got to match the shapes in just the right order— or you won't blast one puzzle 
and get to the next. Rack up bonus points for matching multiples — if you're really fast, you can 
beat the clock and start some chain reaction action. And when you finish the first 160 puzzles, 
the fun’s not over. You also get Gravnic, the bonus game that lets you play against gravity. 


a 


So dump the fake stun gun. You've got a few more hours before the universe goes terminal. 


Pump up your brain cells with Puzznic. When you pop back into those ninja pajamas, you might ‘ 
just have a fighting chance. Actual Nintendo Entertainment System’ screens shown. ®***'*"" "8888 ee: 
w 
> ° 
Don’t let nasty elevator cubes Pick Password to resume your Plan carefully or you'll be caught 
squeeze you into a corner! game after each completed level. with extra shapes. 

3 & 
AITO 


Licensed by Nintendo” 


for play on the Taito Software, Inc., 390 Holbrook Drive, Wheeling, Illinois G(0090 


Taito? Puzznic,’ and Gravnic” are trademarks of Taito America Corporation. Copyright © 1990. All Rights Reserved. 
eursesten Nintendo* and Nintendo Entertainment System* are registered trademarks of Nintendo of America Inc. 
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entertainment unit was first 
released in Japan for home 
rental. 

The company is expected 
to announce their marketing 
plans and strategies for the 
new home entertainment 
unit within a few weeks. Cur- 
rently, the price for the unit is 
approximately $500, and 
game cartridges will cost 
about $225 each. 


Books to Feature 
Video-Game 
Characters 

Scholastic’s “Worlds of 
Power” book series is getting 
a couple of top-star video 
games from Konami and its 
wholly owned subsidiary, 
Ultra Software. Metal Gear 
and Simon’s Quest will both 
become books, written by 
Seth Godin and a panel of 
children. 

“Konami Mom” (the com- 
pany’s parenting expert) likes 
the idea. “Video games are a 
terrific source of inspiration 
for a child’s imagination. It’s 
a safe place to explore new 
worlds, challenge critical 
thinking skills and become 
comfortable with electronic 
information.” She went on to 
say, “These books help par- 
ents and teachers see new 
ways of using video games 
to motivate our kids to use 
traditional learning skills. 
Many kids find reading dull 
and uninteresting, and by of- 
fering books they can relate 
to, such as their favorite 
video-game characters, we 
can rekindle their apprecia- 
tion for the written word.” 

The Simon’s Quest book 
sends Simon Belmont and a 
14-year-old boy to battle 
Count Dracula. Similarly, 
Metal Gear is based on the 
video-game’s storyline. It al- 
lows readers to role play as 
~ agent Justin Halley in a mis- 
sion to save the world. Both 
books contain suggested 
reading lists of related clas- 
sics to motivate additional 
reading. 


MicroProse and 
Vedalist Bundle Up 
for Holidays 

MicroProse has combined 
three of its top-sellers into a 
land, sea and air trilogy of 
simulations. The packet con- 
tains Airborne Ranger, Pi- 
rates! and Gunship, and is 
available for IBM PC, Com- 
modore 64 and Amiga com- 
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puters. Airborne Ranger 
sends one soldier behind 
enemy lines in a strategy/ar- 
cade contest; Pirates! fea- 
tures adventure on the 17th 
century Spanish Main; and 
Gunship puts the player in 
the cockpit of an army attack 
helicopter. 

Medalist packaged up 
their Marvel Comic-inspired 
titles, X-Men, The Punisher 
and Dr. Doom’s Revenge into 
one bundle, playable on IBM 
PC. X-Men: Madness in Mur- 
derworld features six of the 
superheroes in a Murder- 
world funhouse. The Pun- 
isher is a war-hero-turned- 
vigilante battling the mob. 
The third title sends Spider- 
Man and Captain America to 
stop the launch of a nuclear 
missile aimed at New York 
City. The Commodore 64 
triple-pack substitutes The 
Amazing Spider-Man, in 
which Spidey battles Myste- 
rio, for The Punisher. 


[rr i 
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Each of the packets would 
be worth over $100 if the 
games were sold individually. 


“Go for the Gold 
Club” Revived 

Due to its overwhelming 
success, Medalist is reviving 
the “Go for the Gold Fre- 
quent Buyer’s Club.” This 
year’s club has the same in- 
centives as last year and 
some special offers to cur- 
rent members. 

Specially marked Medalist 
products contain medallions 


to collect, which are re- 
deemable for prizes such as 
sweatshirts, T-shirts, hats, 
patches, posters and more. lf 
a friend buys a Medalist 
game and names a current 
member as the person who 
advised him to join, that 
member gets a bonus medal- 
lion. When any member re- 
deems medallions, he or she 
is automatically entered in a 
quarterly sweepstakes for 
prizes such as 
sound boards, 
jackets and 
software. 

“Go for the 
Gold Club” 
members also 
receive a club 
newsletter 
with new pro- 
duct’ infor- 
mation, promotions and spe- 
cial offers. 
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Living Walls for 
Aladdin’s Castles 
There’s something new 

coming to most Aladdin's 
Castles. Many of the well- 
known gaming arcades are 
featuring high-tech media 
walls to add even more ex- 
citement to the lively sur- 
roundings. Minataur Promo- 
tions Enterprises (Chicago, 
linois; [312] 222-0262) is in- 
stalling Channel M Videowall 
Networks in 50 Aladdin’s 
Castle Video Arcades. 

The videowalls utilize the 
Philips Super Projector, 
which beams a montage of 
images onto a bank of TV 
screens. Channel M then de- 
livers a program of MTV, 
news, music and videos. The 
entertainment is to be 
interspersed with 30-second 
ads for games and other 
products of interest to ar- 
caders. 

The Philips Super Projec- 
tor, created by Philips Corp. 
Vidiwall Division (Paramus, 
New Jersey), divides one pic- 
ture into four quadrants, then 
projects four separate pic- 
tures simultaneously, or any 
combination thereof. The 
total viewing area is 82 
inches (diagonal) and offers 
such special effects as solar- 
ization, mirroring, freeze- 
frame, digitalization and col- 
orization. The programming 
is controlled by a built-in 
computer, and the sound is 
accompanied by a stereo 
sound system with 30-watts- 
per-channel output. 





EA Giving Golf with 
PS/2 Computers 

Electronic Arts’ PGA Tour 
Golf is currently packed with 
the new Personal System/2 
(PS/2) IBM computers. The 
giveaway will continue 
through January 15, 1991, as 
part of IBM’s Christmas pro- 
motion. 

The golf game features 60 
well-known professional 
golfers, and the Tournament 

i Player's 
Courses 
at Saw- 
grass, 
Avenel 
and the 
PGA West 
Stadium 
course. 


Top Coin-Ops of 

September 1990 
Figures courtesy of RePlay 
magazine, from an earnings- 

opinion poll of operators. 


Best Upright Videos 

1. Teenage Mutant Ninja 
Turtles by Konami 

. G-LOC by Sega 

. Hard Drivin’ by Atari 

. Four Trax by Atari 

. Galaxy Force by Sega 

. Smash TV by Williams 

. Pigskin by Midway 

. Off Road by Leland 

. Final Lap by Atari 

. 2-Dude Off Road by 

Leland 
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Best Coin-Op Software 
1. Final Fight by Capcom 
2. NeoGeo by SNK 
3. Combatribes by Ameri- 

can Technos 
4.WWF Superstars by 
American Technos 

. Thunder Jaws by Atari 

. Thunder Fox by Taito 

. Rai Den by Fabtek 

. Cadash by Taito 

. Hydra by Atari 

. Off Road Trak Pak by 
Leland 
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Best New Uprights 

1. Moonwalker by Sega 

2. Top Landing by Taito 

3. WGP by Taito 

4. Pig Out by Leland 

5. Vs. Dr. Mario by Nin- 
tendo 


Legend Added to 
Medalist Team 
Legend software company 
(formerly Gameworks) is the 
latest addition to the Micro- 
prose Medalist International 
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Finally, a fantasy role-playing adventure 
that makes you a part of the action. 
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Beware of the serpant’s bite. 
It is deadly. And you are 
vulnerable. 





% ao : . 
i Al I @) Taito Software, inc. 267 West Esplanade, North Vancouver, B.C., Canada V7M 1AS. If you cannot find this product at your iocal retaiter, Visa/MasterCard holders can order direct 
m™m rom anywhere in the U.S. or Canada by calling toll-free, 1-800-688-2486. Taito®, The Only Game in Town™ and Dungeon Magic™ are trademarks of Taito America Corporation. 
THE ONLY GAME !N TOWN Taite ©1990. All rights reserved. Nintendo® and Nintendo Entertainment System® are registered trademarks of Nintendo of America Inc. ©1990 Nintendo of Amenica Inc. 
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Market Division, joining 
Paragon and Mindcraft soft- 
ware companies. Spellcast- 
ing 101: Sorcerers Get All the 
Girls (designed by Steve 
Meretzky [Hitchhikers Guide, 
Leather Goddesses]) and 
Time Quest will be the first ti- 
tles released from this new 
partnership. 

Legend’s earlier games 
were Sherlock: The Riddle of 
the Crown Jewels and 
Arthur: The Quest for Excal- 
ibur. Robert Bates, founder 
of the company, remarks: 
“Our games are puzzle-ori- 
ented, story intensive, funny 
and fun. These games will 
appeal to a significant por- 
tion of MicroProse’s existing 
market as well as both expe- 
rienced and novice computer 
users.” 

MicroProse’s vice-president 
of marketing, Gerry Blair adds, 
“We are excited to have Leg- 
end join our team of high- 
quality entertainment software 
for personal computers.” 


EA Helps Gamers 
“Save on Sony” 

Electronic Arts and Sony 
banded together in a five- 
month, nationwide promo- 
tion that will enable gamers 
to buy Sony products at un- 
usually low prices. 

With the purchase of one 
featured EA title, participat- 
ing retailers offer a Sony 
Walkman for $15; with two 
featured titles, a Sony Watch- 
man for $85; with three titles, 
a Sony Discman CD 
player for $120. 

IBM titles featured 
in the promotion in- 
clude: Populous, 
Stormovik, John 
Madden Football, 
Centurion, Lakers 
vs. Celtics, Bards 
Tale Ill and Star- 
flight 2. Amiga ti- 
tles featured are 
Budokan, Power- ° 
monger, Deluxe 
Paint Ill and 
Deluxe Video Il = 
Populous, 688 Attack Sub, 
The Immortal and Chuck 
Yeager’s Advanced Flight 
Trainer 2.0. The promotion 
will finish on March 1, 1991. 


The Magic Candle 
Lights NES 
American Sammy 
Corporation inked a contract 
with Mindcraft Software Inc. 
to develop and publish a ver- 
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sion of The Magic Candle for 
the Nintendo Entertainment 
System. 

In The Magic Candle, the 
gamer role plays through 
towns, villages and castles, 
meets up with dozens of 
monsters and casts magic 
spells. 

Mike Yamamoto, Ameri- 
can Sammy’s president, 
states, “It was a truly historic 
event for us—we had been 
trying to obtain this title for 
months!” 

The Magic Candle will be 
available for the NES in the 
Fall of 1991. The game is 
available from Mindcraft for 
play on Apple, Commodore 
64 and IBM PC computers. 


Williams Gambles 
on Riverboat 
The latest pinball 
machine from Williams 
Electronics takes gam- 
ing back to the colorful 
era of life on the Missis- 
sippi. Riverboat Gam- 
bler features a glori- 
ously gaudy 
backglass paint- 
ing and play & 
action based 
on casino 
games such 
as roulette, 
blackjack, | 
slots and five- 
card poker. S 
Consecu- 
tive loop shots 
lead to the slots and 
multiball, skill shots set up 
the player for rou- 
lette, then a con- 
trol panel offers 
a choice of red, 
black, green or 
bass. Gotid 
stars give an 
extra ball, and 
the backglass 
win-meter 
keeps track of 
the jackpot, 
which can 
exceed nine 
million 
points. 


Heat Sensors Monitor 
Temps for Software 

Dix Frampton, president 
of J B Enterprise Co. (Logan, 
Utah; [801] 753-6950), de- 
signed a product for video- 
rental stores that turns out to 
be equally valuable for com- 
puter-software users. The 
Movie Melt Heat Sensor is a 
heat-detection label to be af- 










fixed to rental movies. It is 
also useful to gamers to stick 
on software (or on the stor- 
age box that holds disks or 
cartridges). It features a sen- 
sor that changes colors at 
125°, the temperature at 
which media begins to decay. 

The stickers sell for $42 
per box of 250 labels. 


Crimefighter 

Searches for Pirates 

The Software Publishers 
Association (SPA) has a pro- 
gram to help smash piracy. 
SPAudit (created by Soft- 
guard Systems of San Fran- 
cisco) searches the hard 
drives of computers, then 
prepares a printout listing 
the names of applications as 
well as how many copies of 
each were found. Users 
cross-check the list with 
‘their purchase records 


way to determine which are 


ag 


_ authorized and which 
y are, in fact, illegal 
# copies. 

* This crimefighter 
currently works on IBM 
PC computers, and a 
Macintosh version will 
be available early in 
} 1991. SPA received over 
+ 10,000 requests from 
' corporations that wish 
to check their internal 
software practices. 
SPAudit and the Soft- 
ware Self Audit Kit (which 
contains recommended steps 
for checking the business, 
plus suggested corporate 
policies, a memorandum to 
employees and information 
about the law) are available 
free to corporations. Request 
the two items in a letter (on 
corporate stationery) to SPA 
Self Audit Kit, 1101 Connecti- 
cut Ave., N.W., Suite 901, 
Washington, D.C. 20036. 


EA Sponsors 
Skateboard 
Competition 
Electronic Arts sponsored 
the National Skateboard As- 
sociation’s Back to the City 
Streets and Freestyle Pro 
Skateboard Competition. The 
event took place in San Fran- 
cisco at the Youth Expo ’90. 
“We feel it’s important 
that we put something back 
into skateboarding,” says 
Bing Gordon, Electronic Arts’ 
vice-president of marketing. 
“Today's skate scene has in- 
spired some of our artists to 
put out their best. Without 





the lifestyle skaters have cre- 
ated, we wouldn’t have the 
opportunity to make some 
great games.” 

Almost a hundred skate- 
boarders competed in the 
three-day event, doing 
wheelies, rail stalls, 360s and 
other tricky maneuvers. Top 
purses were $8,000 for the 
best street-style skater and 
$2,000 for freestyle. 

Besides the pro competi- 
tion for cash and prizes, Elec- 
tronic Arts gave video thrash- 
ers the chance to show their 
stuff on the Double Trouble 
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||| FQ radios you the bad _ trash-compact their cars. After all, 














guy’ stats, you hit 
dO) g oom oleley:y @- 1410 
feel your eyes in 
the back of your 
head. But don’t 
just follow that car, 
bash it. Or smash 
it. Just do what it 
takes to rid the 
road of the fast- 
est, nastiest thugs 
alive. 


Think it sounds easy? Think again. 
Living at 178 m.p.h. is no piece of 
cake. You’ve got five missions and 
hundreds of miles of screaming, 
twisting, 3D L.A. highways to mas- 
ter, and plenty of innocent drivers 
to avoid. What’s worse, criminals 
don't stop until you practically 
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blast off! 





glee emellelans 
make the Most 
Wanted on account 
of a few dozen 
| parking tickets! If 
you dont stop them 
in time, they’re 
(oLoysi- me ke) ame lolele p 
= And you’re just 
spinning your 
wheels. And smell- 
ing the rubber. 
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Catch him. Book him. 
Ano keep him off the 
road. 
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RAZORSOFT and TECHNOCOP are registered trademarks of RAZORSOFT, Inc. SEGA and GENESIS are registered trademarks of SEGA of AMERICA, Inc. 
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Just buy a TurboGrafx-16 system and you'll not only get Keith Courage in Alpha Zone: 
games worth up to $70 totally free. How can we be so generous? See your dealer fo 


Keith Courage in Alpha Zones™ and TurboGrafx are trademarks of NEC Technologies, Inc. © 1990 NEC Technologies, Inc. Call the Turboleam at 1-708-860-3648 for details. 
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ramp in Skate or Die 2: The 
Search for Double Trouble. 
Those who excelled at Elec- 
tronic Arts’ NES cartridge 
won skateboards and T-shirts. 

In a related story, world- 





class skateboard pros Bod 

Boyle, of Santa Cruz Skate- 
boards, and Omar Hassan, of 
Blockhead Skateboards, vis- 
ited San Francisco Children’s 


Hospital on August 31, 
thanks to Electronic Arts. The 
pair delighted the kids by de- 
monstrating their mastery of 
the skateboard. They also de- 
monstrated EA's Skate or Die 
2: The Search for Double 
Trouble. The visit took place 
in conjunction with the soft- 
ware publisher’s support of 
San Francisco Youth Expo ‘90. 
The two star thrashers 
signed autographs and chal- 
lenged the kids with the new 
NES cartridge using a Nin- 
tendo Entertainment System 
donated to the hospital. Skate 
or Die 2 is, of course, the se- 
quel to 1989’s NES hit (1.2 
million copies), Skate or Die. 


sierra Turns 
to, Europe 

October 1 signaled a big 
change in the European oper- 
ation of leading software 
publisher Sierra On-Line, Inc. 
(Coarsegold, California). The 
company assumed direct re- 
sponsibility for the distribu- 
tion of products. under the 
Sierra and Dynamix labels 
through a new subsidiary, 
Sierra Limited U.K. Previ- 
ously, Activision U.K. dis- 
tributed Sierra’s line of ad- 
venture and action games. 
Sierra will court the continen- 
tal market with versions of 
some of its bestsellers trans- 
lated into French, Spanish 
and German. 

According to Sierra Presi- 
dent Ken Williams, the new 
unit is baged in the London 
suburb of Reading. Sierra 
Limited U.K. maintains a full- 
staffed customer-service line 
to answer questions about 
the company’s products. “We 
feel that, by opening Sierra 
Limited, we can further serve 
and support our British and 
European customers,” Will- 
iams explains. 


32 


-TurboGrafx- 16 Fans 
Buy Big 

Research developed by 
NEC Technologies shows 
that the median TurboGrafx- 
16 owner averages more 
than one new game a month 
for the popular home 
i video-game system. This 
translates into annual 
spending of $500-$600 
per console. The study, 
conducted by Fairfield 
Research, involved inter- 
views with more than 750 
video gamers. 

' “The average owner has 
purchased 13 software pack- 
ages since we introduced the 
Turbo Grafx-16 system last 
October,” says Keith Schae- 
fer, senior vice-president. 
“According to our research, 
that’s more than twice the 
number of software titles 
being purchased by Sega 
Genesis owners over a simi- 
lar time period.” 


Buck Rogers 
Gets Clues 

Strategic Simulations, Inc. 
(SSI) has completed a clue- 
book for Buck Rogers Count- 
down to Doomsday. The 
booklet contains detailed 
maps for the entire game, in- 
cluding locations of all major 
events in the adventure, com- 
bat tips, lists of all the oppo- 





nents showing their strengths 
and weaknesses, plus expla- 
nations of all skills and how 
they are best utilized. 

-- Buck Rogers Countdown 
to Doomsday is set in the 
25th century. The gamer puts 
together teams of warriors, 
engineers, rogues’ and 
medics recruited from Earth, 
Mars, Venus or Mercury, or 
genetically engineered. The 
game system is based on the 
AD&D gold-box products, 
but features some enhance- 
ments. Tactical combat com- 
mands are easier and pre- 


sented on one menu. The 
game features 256-color VGA 
graphics, Ad Lib sound- 
board support, tactical and 
spaceship combat with 
boarding capabilities, many 
25th century weapons and 
over 40 available skills. It’s 
available for play on Amiga, 
Commodore 64 and IBM PC 
computers. 

The cluebook, as well as 
the game, can be ordered 
from Electronic Arts Distribu- 
tion at (800) 245-4525. The 
cluebook retails for $12.95. 


Nintendo Fights 
Video-Game Rentals 

Nintendo won the first 
round against Blockbuster 
Video in the U.S. District 
Court of New Jersey. Block- 
buster Video consented to a 
preliminary injunction days 
after Nintendo brought suit 
against the video-rental 
chain to cease and desist re- 
production or distribution of 
Nintendo instruction manu- 
als. Nintendo alleged that the 
manuals were being photo- 
copied without authorization, 
and distributed to consumers 
with NES cartridge rentals. 

According to Lynn Hval- 
soe, Nintendo’s attorney, this 
is just the beginning. “We 
understand that video-rental 
outlets across the country 
may be photo- 
copying NES 
game instruc- 
tion manuals. 
We intend to 
stop this ille- 
gal practice. 
This lawsuit is 
the first of 
those which 
Nintendo will 
commence to 
stop this ille- 
gal practice.” 

Nintendo 
may have won 
the battle and lost the war. In 
1990, the company lobbied 
Congress to pass a law ban- 
ning video-game rentals. 
They argued that rental of 
NES software cuts into sales, 
and that Nintendo cartridges 
should not be exempt from 
any bill banning computer- 
software rental. (The House 
and Senate Committees have 
already agreed on a wording 
of a bill to ban PC-software 
rentals, but it specifically ex- 
cludes cartridge-based soft- 
ware that cannot be copied 
during ordinary use.) 


Tengen Speaks Out 

for Rentals 

In an exclusive interview 
with VG&CE, Dan Zan El- 
deren, chief operating officer 
of Tengen, explained why his 
company disagrees with Nin- 
tendo’s anti-rental stance. “| 
don’t believe [Nintendo’s] ar- 
gument is valid; we don’t be- 
lieve rentals will cut into 
sales. A strong product will 
be purchased if it’s enjoy- 
able. Well-conceived, well- 
designed games are 
playable for hundreds of 
hours. A weak and unappeal- 
ing game will be affected, 
but we don’t think that is 
necessarily wrong. When 
you are spending $40-$50 a 
pop, you can’t afford to buy 
just everything that’s on the 
market. 

“We've done extensive re- 
search, and we have found 
that kids don’t depend on in- 
side sources, such as Nin- 
tendo Power, to decide what 
to buy. They look to outside 
sources, such as indepen- 
dent reviews in magazines 
such as VG&CE. They also 
depend heavily on word of 
mouth from friends and es- 
pecially they depend on try- 
ing it out. 

“Tengen considers the 
rental stores to be viable re- 
tail channels. They have high 
traffic, and it makes a lot of 
sense for people to be able 
to try a product before they 
decide to buy it.” 


Apple Introduces 

MacClassic, Others 

Apple Computer has 
introduced a new version of 
the original Macintosh that’s 
scheduled to sell for around 
$700. Specs on the new com- 
puter were not available to 
VG&CE at press time, but in- 
dustry watchers expect the 
Macintosh Classic to be simi- 
lar to the SE. 

Apple also unveiled two 
color units. The Macintosh LC 
is expected to retail for 
around $2,500, roughly 50% 
of the price of its cheapest 
color computer. The second, 
higher-end machine, the Mac- 
intosh Sl, will sell for about 
$3,700, replacing the CX. 

The new computers were 
introduced simultaneously in 
121 countries on October 15, 
1990, taking the wraps off a 
tight net of security that kept 
details of the new proces- 
sors under wraps. we 
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he Harlem Globetrotters bring their brand of high-speed action to the court |r 4 

on your computer. With all the finesse you'd expect from top professionals, | = vy LA 
plus famous trick passes like the heel kick and incredible trick shots like the full- . *’ ee ee 
court hook - you've got basketball game play like you've never seen it before. Ea == 
So, if you're looking for a nice game, then buy just any old basketball game. 


you're looking for the ultimate challenge, then get Harlem Globetrotters Basketball! 


Gameleék: 


©1990 GameTek/IJE., Inc. All rights reserved. Harlem Globetrotters® ©1990 Harlem Globetrotters, A Division of International Broadcasting Corporation. 
Harlem Globetrotters is a registered trademark of Harlem Globetrotters, A division of International Broadcasting Corporation. All rights reserved. 





Yea & Nay is an inside 
look at the high and low 
points in the electronic- 
game industry. It’s an 
opportunity for the com- 
panies that decide what 
games we'll be playing 
to be patted on the back 
or slammed to the mat 
for what they do. 

If you want to give 
credit where credit is 
due—whether the com- 
pany belongs in the Hall 
of Fame or Hall of 
Shame—send your opin- 
ions to VG&CE, 9171 
Wilshire Blvd., Suite 300, 
Beverly Hills, CA 90210, 
Attn: Yea & Nay. Let’s 
hear how you feel! 





YEA 

In light of all 

the announced 

products that 

never end up hitting 

the market, vaporware 
and product-release 
delays, it’s refreshing that 
the TurboExpress, NEC’s 
portable version of the 
TurboGrafx-16, was 
released as scheduled. 
Though a bit pricey for 
most gamers’ wallets, we 
still stand by our 
assessment that the 
TurboExpress is a 
fantastic addition to the 


NAY TG-16 line. Sure puts the 
We have to give a body slam to Sega for letting the Genesis Game Boy in a different 


users down. We’ve gotten many letters and calls from gamers 


light, wouldn’t you say? 


who are wondering where some of the long-advertised titles 





are. Cartridges like Spider-Man and Dick Tracy have been 
advertised as far back as the July and September issues of VG&CE, 
respectively, though as of this writing (mid-October), neither game has hit 
store shelves. 

Furthermore, it has come to our attention that Sega has used a picture in 
an ad of a scene later cut from the game. This has the potential of being a 
serious misrepresentation of the facts—indeed, it came to our attention 
~ when some gamers were wondering where the scenery represented by the 
picture (in this case, the Super Monaco GP ad in the September VG&CE) 
was on their game. We realize that products change and ads must be 
planned well in advance, but more care should be taken in the future. 
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NAY 


Well, Nintendo is at it again. Word has reached us 
that, despite the little note we put in our Reader Mail 
section in the December 1990 issue of VG&CE, 
Nintendo is now taking legal action against Camerica 
over the Game Genie. Guess it was bound to happen. 

As we reported in the last issue, Camerica has been selling 
the Game Genie through various stores in Canada. Nintendo is 
taking a similar action against Camerica as the one it took 
against Lewis Galoob Toys (the company with distribution rights 
for the Game Genie in the United States) in 1990. 

Finally, as of this writing, Galoob’s appeal of the restraining 
order by Nintendo against U.S. sales of the device hasn’t been 
decided on by the judges involved (see Yea & Nay, September 
1990, VG&CE). We’ll have more details in future issues as these 
two cases evolve. 
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OLYMPIC DECATHLON COMPETITION 





Carl Lewis’ Go for the 

Gold is the ultimate com- 

puter challenge of skill and coor- 

dination. Compete in the Decathlon 

against Carl Lewis-the six time Olympic Gold 
medalist-or you can be Carl Lewis and try to live up to 
his world renowned reputation. 


So, if you think that you're up to it; give it a try- 
Carl Lewis’ Go for the Gold. It’s guaranteed to 
get your adrenaline pumping. 


Gameleék. 


Screens shown are from the IBM version. 





CIRCLE #115 ON 





John Madden Football 


ELECTRONIC ARTS 
For the Sega Genesis ($49.95) 
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Some video sports contests concen- 
trate more on the action than the impor- 
tant strategic elements of the game. Not 
so with Electronic Arts’ John Madden 
Football, which combines strategy with 
thrills and spills—enough strategy, in 
fact, that it almost qualifies as a simula- 
tion. As video coach, you can choose 
from many offensive and defensive 
plays, each with its own strengths and 
weaknesses when measured against the 
opponent's choices. 

Before charging onto the field, you 
must select your options from the game 
setup screen. The season mode menu 
offers a regular season, playoffs or sud- 
den death (the first team to score wins). 
The regular season selection eliminates 
weather conditions from the play, while 
in the playoffs, 
you may have to 
deal with snow, 
rain or mud. 

After setting 
the season mode, 
you choose your 
team and the op- 
posing team from 
Over 16 selec- 
tions, including 
Denver, Houston, 
Buffalo, Cincin- 
nati, Miami, New 
England, Kansas 
City and the Madden All-Stars. Finally, 
you can select a five-minute or 15- 
minute quarter. 

Then it’s on to the field for the kickoff. 
The visiting team always kicks first, so if 
you’re playing on the home field, the 
kickoff is automatic. Otherwise, you 
must perform the kickoff by poking the 
control button exactly when the on- 
screen kicking-strength meter reaches 
its maximum readout. 

When the ball is in play, you control 
the man who's standing on the four- 
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arrow symbol. If he has the ball, you 
must maneuver him through the de- 
fense’s lines. If any member of the op- 
posing team touches your man, he'll be 
tackled. If you don’t want the responsi- 
bility of getting the ball past the defen- 
sive lines, you can sit back and let the 
computer control your man. 

In fact, if you like, you can play the 
game completely from a strategic point 
of view by simply selecting the plays 
and formations and letting the comput- 
er run them for you. When playing of- 
fense, you can select your set (the play- 





ers who will run the play), your 
formation (how the players will line up) 
and your play (what the players will ac- 
tually do once the ball is in play). You 
can choose from six sets, five forma- 
tions and six plays for each formation, 
giving you a wide range of strategic 
possibilities. 

When playing defense, you once 
again select a formation, set and play. 
Five defensive formations, three defen- 
sive sets and six defensive plays are 
available. As usual, you can take control 
of the player yourself or let the comput- 
er do the dirty work, 
acting out the piays 
you've selected. 

If you elect to 
manually control 
your player, you 
have several types 
of moves at your 
disposal. When 
playing defense, 
you can dive for a 
tackle. Offensively, 
try spinning to 

continued on page 42 
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NES TITLES IN STOCK 


AD&D HEROES OF THE LANCE 


ABADOX 
ALIEN SYNDROME 
ARCH RIVALS 
BEETLEJUICE 
CASTLE QUEST 
CIRCUS CAPER 
CLASH AT DEMON HEAD 
CODE NAME VIPER 


CONQUEST OF CRYSTAL PALACE 


CYBERNOID 
DEJA VU 
DEMON SWORD 
DRAGON SPIRIT 
DUNGEON MAGIC 
F-1 BUILT TO WIN 
FANTASY ZONE 
FARIA 
FESTER’S QUEST 
FLYING WARRIORS 
GENGHIS KAHN 
HUNT FOR RED OCT. 
INFILTRATOR 
KIWI KRAZE 
KICKLE CUBICLE 
LAST STARFIGHTER 
LITTLE NINJA BROTHERS 





ORDER DESK 


PRICE $5 OFF 


$39.95 
$33.95 
$18.95 
$35.95 
$35.95 
$27.95 
$37.95 
$27.95 
$33.95 
$36.95 
$24.95 
$41.95 
$14.95 
$36.95 
$14.95 
$43.95 
$29.95 
$40.95 
$14.95 
$37.95 
$49.95 
$38.95 
$29.95 
$37.95 
$35.95 
$31.95 
$37.95 


IN STOCK 
LITTLE LEAGUE BASEBALL 
MAFAT CONSPIRACY 
MAGIC OF SCHEHERAZADE 
MOTOR CITY PATROL 
NINJA CRUSADER 
NORTH & SOUTH 
PALAMEDES 
PINBALL QUEST 
PIPE DREAM 
PUNISHER, THE 
PYROSS 
QUEST OF AVITAR 
ROCKET RANGER 
ROLLERBALL 
SILVER SURFER 
SKATE OR DIE 2 
SOLSTICE 
SUPER CARS 
SWORDS & SERPENTS 
THUNDER & LIGHTNING 
TOTAL RECALL 
UNTOUCHABLES 
VINDICATORS 
WEREWOLF 
WORLD GP 
WRATH OF BLACK MANTA 
WWF WRESTLE MANIA 


(405)840-9841 =e 








PRICE $5 OFF/SEGA GENESIS IN STOCK PRICE $5 OFF 


CALL NOW AND GET $20.00 OFF GENESIS 
SYSTEM WITH ALTERED BEAST. 
$188f95 $169.95 


GENESIS SYSTEM 
ARCADE STICK 
CONTROL PAD 

POWER BASE CONVERTER 
ALEX KIDD 
ARNOLD PALMER GOLF 
ATOMIC ROBO KID 
BEANBALL BENNY 
BIMINI RUN 
BUDOKAN 
CURSE 
DANDO 
DICK TRACY 
DYNAMITE DUKE 
FORGOTTEN WORLD 
FINAL ZONE 
GHOSTBUSTERS 
GHOULS 'N GHOSTS 
HERZOG ZWEl 
LAKERS VS. CELTICS 
MYSTIC DEFENDER 
POPULOUS 
PHANTASY STAR Il 
RAMBO Ill 
REVENGE OF SHINOBI 


FREE. POSTER WITH EVERY ORDER!* 


AIRBALL 


CALIFORNIA RAISINS 
CROSSBOW 
DRAGON’S LAIR 
FINAL MISSION 
HARD DRIVIN’ 
INDIANA JONES 


$4365 


BILL & TED’S EXCELLENT ADVENTURE TBA 


$4965 
$3365 
$4965 
$4365 
$3965 


$36.95 


$41.95 
$25.95 
$35.95 
$36.95 
$34.95 
$42.95 


MATCHBOX RACERS 
MEGA MAN 3 
METAL STORM 
RODAN 
SIMPSONS 
WORLD CUP SOCCER 
WURM 
YO! NOID 


BUBBLE GHOST 
CHESSMASTER, THE 
DEADHEAT SCRAMBLE 
DOVE & THE KEY 
HUNT FOR RED OCT. 
HYPER LODE RUNNER . 
KUNG FU BOY 
NINJA BOY 
R-TYPE 
ROBO COP 
ROLAN’S CURSE 


$4965 
$49@5 
$4365 
TBA 
$4965 
TBA 
$4365 
$4365 


$43.95 
$42.95 
$36.95 


$37.95 


$36.95 
$40.95 


$21.95 
$19.95 
$20.95 
$20.95 
$19.95 
$17.95 
$21.95 
$21.95 
$21.95 
$20.95 
$21.95 


SHOVE-IT 
STRIDER 
TARGET EARTH 
TECHNOCOP 
TRUXTON 
WHIP RUSH 


BUSTER DOUGLAS BOXING 
JOE MONTANA FOOTBALL 
KA GE KI 
MICKEY MOUSE 
STORMLORD 
SWORD OF VERMILLION 


*While supplies last. 


Sega and Genesis are trademarks of Sega Enterprises Ltd. Punk Games is a trademark of Punk Development, Inc. 
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$42i65 
$2365 
$3205 
$3365 
$4365 
$4865 
$4365 
$4365 
$4365 
$4965 
$4865 
$4305 
$4365 
$5965 
$4865 
$4365 
$59@5 
$435 
$4395 
$59@5 


$4365 
$4365 
$5965 
$4365 
$4965 
$6365 


$37.95 
$15.95 
$32.95 
$32.95 
$43.95 
$41.95 
$37.95 
$37.95 
$39.95 
$44.95 
$41.95 
$39.95 
$39.95 
$45.95 
$41.95 
$39.95 
$45.95 
$36.95 
$39.95 
$45.95 
$39.95 
$56.95 
$42.95 
$49.95 





COMING SOON FOR NES PRICE $50FF| COMING SOON FOR NES PRICE $5OFF|] SEGA GENESIS IN STOCK PRICE $5 OFF 
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e’s Back ady for ACtiow! 


Our hero Lolo hascharmed, enchanted, and confounded puzzleé-loving game players 
around the world with his unfailing courage and plucky persisténce-—and now he’s off for 
his secend quest! Join forces_with Lolo and his faithful sidekick Lala for anothevjourney 
full of puzzles and pitfalls. Praised-sy_players, critics-and educators alike, the“Lolo series 
teaches logical thinking and patience without sacrificing the fun! Improved graphics, 
increased difficulty, and new tricks and techniques will keep you guessing through evepy 
un-filled moment.A.game for mental giants of all ages. Available-March, 1990. 

























Licémsed by Nintendo for play on the 


(Nintendo) HAL AMERICA INC. 
rere The Funalie Specialiats. 


SYSTE 
78 K_Cirrus Drive, Building 25F * Beaverton, Oregon 97005 * Tel 503/644-4117 * Fax-503/641-5119 


~~ HAI is a tr@ttemark of HAL America Inc. Nintendo® and Nintendo Entertainment Systems® are trademarks of. Mint€ndo of America Inc. 
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avoid a tackle, diving for extra yardage 
or trying to blast through your oppo- 
nent’s defensive line. 

When you control a passing play, 
you really have to be on the ball. (Yep, 
that’s a pun.) Quick thinking is re- 
quired: Three small windows appear at 
the top of the screen, showing the 
three players who can most easily re- 
ceive the ball. If you’re too slow on the 
controller (Quick! Think!), the computer 
will pick a receiver for you. Then you 
must get the receiver into the right po- 
sition, which is marked on the field as a 
yellow circle. 

John Madden Football’s lengthy 
manual is loaded with football jargon, 
which makes it difficult to understand if 
you’re not up on all the pigskin lingo. 
However, the glossary in the back sup- 
plies explanations for most of the terms 
employed. 

The music is nothing special, 
but the sound effects—cheering 
crowds, digitized voices and the 
agonized grunts of the play- 
ers—add a lot of realism to the 
simulation. The graphics also 
are well-done, showing the 
playing field from various per- 
spectives, depending upon the 
current play. 

John Madden Football is a 
fine electronic rendition of one of Amer- 
ica’s most popular (and toughest!) 
sports. Even video aficionados not into 
sports will get a kick out of it. 

—Clayton Walnum 
Electronic Arts 
P.O. Box 7578 
San Mateo, CA 94403-7578 
(800) 245-4525 
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D.J. Boy 


KANEKO SEISAKUSHO 
For the Sega Genesis ($49.95) 





Back in the good old days, roller-skat- 
ing was a wonderful, peaceful little pas- 
time. Couples would roll down the 
boardwalk hand-in-hand, charming 
passersby, and waitresses at drive-in 
diners would deftly swirl and glide 
among the Chevy BelAirs. Sometime in 
the 1970s, all that changed. Roller-skat- 
ing, instead of remaining just a roman- 
tic fancy, turned into a rough-and-tum- 


Football's elements add to ble sport, where roller-derby daredevils 
the realism the game has, showed off by careening around pedes- 
which includes trians with great speed and little regard 
crowds and the agonized for human existence. 

grunts of the players. And now we have the ultimate mani- 


festation of roller skates as weapons: 
D.J. Boy, a challenging, engaging cart 
for the Genesis. As brutal as a roller 
derby, D.J. Boy takes you on a 
oa joao crosstown mis- 
sion of mercy as 
you seek to res- 
cue your beautiful 
girlfriend, Maria, 
from the clutches 
of an enormous, 
powerful street 
punk. As you see 
her being spirited 
away, you don 
your skates and 
take off in pur- 
suit—shades of Double Dragon! 
Unfortunately, you’re not the only 
one on wheels. Between you and 
the girl are level upon level of skat- 
ing ruffians. At the end of each level 
(naturally) is an ultra-tough bad 
boss. These musclebound freaks in- 
evitably have a much longer “life- 
line” than yours, so you'll need to 
develop a strategy for tackling each 
of them, usually a lot of dodging 
and finding the right time to sneak in an 








BRR HB Bee ah isi Use MTR CS AS DARE 


$ 

| | 
= : 

; tee é ee , 

S ne 
4 é ; , 
rt 3 t , 
; a Sac ss RRR a a ees Ne eTLEERIUIOS 


to your home, Kaneko’s D.J. es 
on “ne cout Cl Every time you successfully defeat an 
elt Mg opponent (if you want, you can simply 


evade some of them), one or more 
coins rolls out of his or her pocket. If 
you're quick enough, you can sweep it 
or them up. Certain skaters also have 
hamburgers that restore your lifeline. In 
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The pinball game of the ‘50s mee 
of the “90s! ROLLERBALL brings 
you two exciting new games in one, 
SKYSCRAPER—A four-screen, vertical- 
scrolling pinball tour-de-force guaranteed 
to challenge any player, beginner or pinball 
wizard! MATCHPLAY—Fast-paced head-to- 
head competition with a few twists you've 





never seen before! The electronic pinball bs HER FAs 
; ; Mill # 
game with true pinball flipper feel and ball a 


action! The only thing it won't do is TILT! 





Watch for our games at the 
Nintendo World Championships. 
Soon to be in a city near you. 
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between each level, you make a quick 
stop at an item shop. The shops are 
stocked with various objects and en- 
hancements, such as quicker skates, 
greater punching ability, restoration of 
your lifeline and expensive mystery 
items. It’s to your advantage to kill as 
many enemies as possible so you'll 
have enough cash to buy out the store. 

D.J. Boy is a single-player game only. 
Other than choosing an easy or normal 
difficulty level—and the 
easy level isn’t much easi- 
er than normal—the only 
options are sound and ff 
music tests. Then, after a 
brief slide-show introduc- 
tion setting up the plot, | 
the game begins. 

There isn’t much to 
complain about. The 
graphics are bright and 
colorful, which is some- 
thing Genesis games have lacked some- 
what in the past. The figures (new ones 
are added each level) are very large, de- 
tailed, carefully shaded and extremely 
well-animated. The backgrounds, also 
different from level to level, are just a 
bit more simple than you might expect, 
but they scroll beautifully in several lev- 
els. Each level also brings new obsta- 
cles, and because the game scrolls 
rapidly, you'll need to make some fran- 
tic adjustments in strategy. 

The music and sound effects aren't 
noteworthy, but they’re bouncy and 
lively and perfectly in step with the 
game’s personality. The game play is 
solid; there are enough interesting of- 
fensive moves that it takes a while to 
learn to apply them effectively, but not 
SO many moves that the game becomes 
frustrating. 

For those who enjoy games like Dou- 
ble Dragon, or who might've enjoyed 
Last Battle had it not been so stiffly ani- 
mated, slow and flat, D.J. Boy is clearly 
a superior game. It’s more difficult than 
most Genesis games, and certain details 
have been changed from the Japanese 
version for what's perceived as a more 
tasteful American sensibility. That’s a 
shame, because the Japanese version 
has a few truly comical turns that I'll 
miss in the American version. 

—Joshua Mandel 
Kaneko Seisakusho Company 
2421 205th St., Suite D-104 
Torrance, CA 90501 
(213) 320-7167 
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By the time you get to 


the gruesome King Zaras in 
Asmik’s Conquest of the 
Crystal Palace, you will 
have experienced one of 
the year’s best NES games. 








Conquest of the 
Crystal Palace 


ASMIK 
For the Nintendo Entertainment 
System ($44.95) 





To get an idea of what Conquest of 
the Crystal Palace has in store, consider 
Kergen, the towering, scowling figure 
who appears on the game box (and in 
television commercials, by the time you 
read this.) He’s ominous enough to 
serve as the last “boss” character in any 
arcade adventure. Yet, he’s nothing 
more than the boss of Level 2 in Con- 
quest. By the time you reach the true 
“big boss” (the gruesome King Zaras, 
whose appearance defies description), 
you will have experienced one of the 
year’s best NES games. 

As the brave Prince Farron, you'll 
jump and slash your way through 
Zaras’ goons with the help of your dog, 
Zap. If your sword isn’t enough to de- 
feat some of the tougher creatures, just 
summon Zap and let him finish them 
off. And if you can obtain a certain 
item, you'll be able to send Zap into a 
frenzy of pouncing and jaw-snapping, a 
whirlwind of rabid aggression that real- 
ly comes in handy when you’re in a 
jam. Sic ‘em, boy! 

Conquest of the Crystal Palace has 
some wonderful back- 
ground music, good enough 
to be noticeable, but not 
overpowering enough to be 
annoying. It isn’t just that 
the quality of the sound is 
good—although that’s cer- 
tainly true—it’s the compo- 
sition of the melodies that 
makes the music great. Pick 
a level, and | can whistle the 
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“/nterplay’s newest role-player tackles “Resplendent graphics and loving Combining 
the Tolkien trilogy with top-flight attention to the Tolkien lore prove thatin the best 
graphics, soundand anew play system pd — wi me ae Interplay is outto. elements of 





that should make adventuring in Middle forge one role-playing 
Earth more realistic than ever before.” ringgameto and graphic 
—Video Games & Computer Entertainment rule them adventures, 5 Se 
; > Da all!” The Lord of the Rings, Vol. | uses 
oo aera il {But shen the Dark ond arom | Computer stunning full screen, top-down, 256 
their wearers great powers. Gaming World olor VGA graphics, smooth four 


encompassing the epic fantasy world 
of J.R.R.Tolkien’s Middle Earth. 
Players journey.througha world 
inhabited by hobbits, elves, dwarves, 
and wizards, falling in and outof the 
clutches of wolves, wargs, trolls, orgs 
* >} andghosts, all the while protect 
te F the one true fing from falingl tthe 
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directional scrolling, digitized sound, an 
easy to use point-and-click icon 
! interface, and an off-line paragraph 
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theme that plays during that particular 
scenario. That type of “hook” is rare in 
a video game. The graphics are also 
nicely done, with detailed backgrounds 
and well-defined characters. 

Your enemies are a mixed bag of fly- 
ing nasties, jumping swordsmen, vi- 
cious plants, floating eyeballs and hulk- 
ing stone creatures. Each one attacks 
differently, and combat is complicated 
by other distrac- , 
tions like flying fa 
arrows, bouncing ii 
boulders and i 
sliding hands iiPaeames 
that grab Far- i ee: ae 
ron’s feet and try [assas== 
to pull him into BeMgeNs 
the bottomless fiwaeus 
pits that perme- [RweE 
ate the Palace. 


And then cy WORONRR RODE 
’ . REST oY eat 
there’s Kim, the a, 
. : c600 am 
beautiful girl p irs eee 


who appears at 
various points in the i 
game to sell Farron dif- |# 
ferent weapons and 
power-up items. She's |# 
the most schizophrenic |# 
video-game character in | 
recent memory. In addi- 
tion to her shopkeeper | ~ 
persona, she also stands 
in front of a blackboard 
to explain the functions 
of the more powerful 
weapons in her shop and 
sits behind a desk as an 
anchorperson to , 
read otherworld- 
ly reports from 
such places as [aa 
the “Lair of Hun- ieagas Pe 
gry Ghosts News @ 
Bureau,” for one. fa 
lf you make a lot jauinaeas 
of purchases in #yaomme mot: 
her shop, she (iE 
smiles and calls Fea 
you a “big & a3 ve 
spender” or even [iititessesenmes 

u~ #880008 
“good-look- REST 02 
ing”—but if you 68900. 
try to buy items , 
you can’t afford, watch out! For proof of 
her mental instability, look no further 
than Level 4, where she stands calmly in 
the middle of a furious, blazing inferno 
and welcomes the Prince with a hearty 
and heartfelt “Hi!” 
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Kim’s unpredictable nature notwith- 
standing, Prince Farron has one heck of 
an exciting time as he attempts to con- 
quer the Crystal Palace, and so will you. 
There’s something special about this 
game that | just can’t put my finger on. 
It's probably the rich, moody atmo- 
sphere that keeps me coming back for 
more. Some gamers may not appreciate 
the balance between cartoonish charac- 
ters and serious scenarios, but | like the 
way Conquest combines the charisma 
of Super Mario Bros. with the intensity 
of Ninja Gaiden. The result is a fun 
game that’s hard to put down. 

—Chris Bieniek 
Asmik Corporation of America 
50 North La Cienega Bivd., Suite 214 
Beverly Hills, CA 90211 
(213) 854-9774 


AMERICAN SAMMY 
For the Nintendo Entertainment 
System ($49.95) 










PLAYABILITY 123 465 6 7£ER9 10 
OVERALL 123 465 6 7—ER9 10 


After one look at American Sammy's 
Ultimate Basketball, | became convinced 
that there’s some sort of video-game ad- 
miration society between the designers 
of this game, Vic Tokai’s All-Pro Basket- 
ball and Jaleco’s Hoops. Jaleco denies it 
and it makes sense that the similarities 
between its game and Vic Tokai’s could 
be the result of one imitating the other. 
But it’s obvious that U/timate Basketball 
has some very close ties to All-Pro, right 


B down to the intermission screens and 


musical themes, which are similar 
enough to seem like they’re from the 
same game. 

The link between these titles is not a 
drawback; in fact, U/timate Basketball 
is much improved. It’s as if the design- 
ers of All-Pro learned a lot from that 
game and decided to fix any mistakes 
they may have made the first time 
around. The court is shown from the 
side now, and there are numerous 
graphic surprises that are strikingly 
well-done. The constant improvement 
in the overall quality of NES games 
seems to have pushed this game ahead 
of the pack. 
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or -* UNT RACING 
THOUT THE BRUISES 


Road etiquette? Forget it! And when you're ready for the to review at a later date, save to disk 
Get ready for the wildest, most big thrill, hook up head-to-head and _and load them as you desire. 
daring stunt driving experience this Trace against a buddy on another With amazingly realistic 3-D graph- 
side of Hollywood. Slip behind the computer. ics and true-to-life sounds, Stunt 
wheel of this classic '66 Shelby Mus- Multiple view perspectives allow Driver delivers all the action of real 
tang and buckle up for chills and you to see from any angle. Recap all stunt driving. Everything, that is, but 


thrills. You’ll soon be zipping through __ the excitement with the video instant the bruises. So grab your helmet and 
the loop-the-loop, twisting through replay. In VCR mode you can rewind, __ race to your favorite retailer to be first 





a corkscrew jump, and flying over fast forward, pause and view frame by at the starting line for Stunt Driver! 
death-defying ramps. frame. For those sequences you want 

To add to the frenzy, there are other Available for IBM in CGA, EGA, VGA/MCGA 
aggressive competitors trying to A and Tandy. 
nudge you off the road, cut you off at 






















a jump, and generally damage your 
Shelby beyond repair. The excitement 
escalates as you advance in level of 
difficulty and take on more challeng- 
ing courses. With five pre-designed 
mz courses and a 
“construction 
editor” which 
allows you to 
create your 
own, you'll 
never tire 
of the thrill 
of the 
chase. 


yh 
it 





You can almost feel 


isi 
O-forces from the lesp. 





Screens shown are IBM EGA. 

Stunt Driver © 1990 Sphere, Inc. All rights 
reserved, Stunt Driver and Spectrum 
HoloByte are trademarks of Sphere, Inc. 
Other trademarks are owned by their 
respective holders. 





A Division of Sphere, Inc. 
2061 Challenger Dr., Alameda, CA 94501 (415) 522-0107 


CIRCLE #120 ON READER SERVICE CARD. 


Seven teams make up the Ultimate 
Basketball league, and you can partici- 
pate in a championship tournament if 
you don’t mind the lack of a “continue” 
password. One or two players can chal- 
lenge the computer, or two players can 
compete against each other. Some of 
the teams specialize in certain skills, and 
these strengths can be adjusted during 
the game by using the fully detailed 
player substitution menus to shuffle the 
lineups and replace tired players. 

Game play is brisk and realistic, with 
most of the rules of professional round- 
ball left intact. The number of fouls 
called seems high, but it’s only because 
previous basketball video games had 
fewer fouls per game than the real-life 
average. Best of all, the full-screen ani- 
mation that shows close-ups of free 
throws, slam-dunks and three-pointers 
is magnificent, 
rivaling some 
16-bit basket- 
ball titles. 

There’s an 
innovative 
“extra” that 
makes the de- 
tailed, full- i 
color slam-dunk 
sequences 
even more re- 
markable: a 
“shot meter” 
requires you to press 
the “B” button at a spe- 
cific instant in order to § 
put the ball in. If you im 
atternpt to block your 
opponent's shot in one 
of these close-ups, 
you can extend your 
reach by pressing that 
same button. It’s a nice 
change from the simi- 
lar (but non-interac- 
tive) scenes in earlier 
cartridges. 
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Many will consider 


American Sammy’s Ultimate 
Basketball the best 
basketball simulation to 
dete for the NES. 


The biggest problem with Ultimate 
Basketball is distressingly common in 
sports video games (and it’s one of my 
editor's pet peeves): The computer is 
just too tough for the casual player to 
beat. Granted, it shouldn't be easy to 
trounce the comput- 
er in a one-player 
contest...but Ulti- 
mate Basketball al- 
lows you to set a dif- 
ficulty level, and the 
NES can beat the 
pants off many play- 
ers at the easiest 
setting. The high- 
speed action is pri- 
marily responsible 
for this imbalance; 
some players can 
actually outrace the 
ball. When you're 
trying to inbound the ball after you’ve 
given up a basket, it’s not uncommon 
for an opposing player to chase after 
your pass and catch up to it, snatching it 
out of the air from behind before it can 
reach your teammate! It is possible to 
defeat the computer, though: Near the 
end of a game, computer-controlled 
players will slow down and miss free 
throws just like anybody else, and some 
will even foul out. 

There are a couple of minor omis- 
sions that keep Ultimate Basketball from 
truly living up to its title. But | consider 
it to be the best basketball simulation 
currently available for the NES. 


—C. B. 
American Sammy Corporation 
2421 205th St., Suite D-104 
Torrance, CA 90501 
(213) 320-7167 


CAPCOM 
For the Nintendo Entertainment 
System ($54.95) 


ceo ae ei 8 9 10 


GRAPHICS 
PLAYABILITY 123 45 6 8 9 10 
OVERALL 12 2 4°66 8 9 10 


This third entry in the popular Mega- 
Man series from Capcom isn't going to 
set records for originality, graphics or 


continued on page 53 
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Super Monaco GP™ E-SWAT™ 


ADVENTURE GAMES: 








The Sword of Vermilion™ Columns™ Dynamite Duke™ 


Get the hottest new video games going. Arcade, sports, adventure, strategy 
and action hits available only on the I6-bit Genesis System by Sega” 

Today's latest blockbuster arcade hits like Super Monaco GP” Climb into the 
cockpit of the world’s fastest Grand Prix machines as you race wheel to wheel 
through the streets at over two-hundred miles per hour. Or take on the evil 
villain Mr. Big in Michael Jackson's Moonwalker™ as you use dance-kicks, hat- 
tricks and finally transform into a powerful robot that does it all. Or become 
a Cybercop in E-SWAT™ and clean up the city besieged by mad terrorists. 

Get ready for the most action-packed sports games ever. In Joe Montana 





DOES 
TENDO 


7 J 
PI * 
P ‘ F PEDAL DALALLAA 
P£T77 TULF TPIT IUAE Benet : 
i* 





N'T. 








Joe Montana Football” Pat Riley Basketball” James “‘Buster’’ Douglas 
Knockout Boxing™ 


Football)” check out the defense, make the call, fake a pass and scramble for a 
touchdown. Or force your opponent to move inside your left hook and nail 
him with an uppercut that puts him on the mat in James “Buster” Douglas 
Knockout Boxing” Or in Pat Riley Basketball,” get the ball with seven seconds 
left in the game, drive the length of the court, slam-dunk and draw the foul 
which you make to break the tie. 

In The Sword of Vermilion make your way through |4 towns and |4.mazes 
in this adventure thriller where encounters with the evil demons are played in 
real time on the hand controller. And dazzle your friends with your skills on the 
puzzle game Columns” Or become the ultimate 
commando warrior in Dynamite Duke” as we 
you blast the enemy from an over- 
your- shoulder first person view. 

There's only one true I6-bit 
system and its got the hottest 
video game hits going. You can 
only play these on Genesis by Sega. 
Genesis does what Nintendont. 







Sega and Genesis bie red trademarks — of America, Inc. Michael Jac — s Moonwalker is a trademark of Ultimate Productions. Dynamite Duke is a emark of Seibu & Kaihatsu, Inc. All other game titles are trademarks 
of Sega of Amer any ©) 1990 Sega of America, Inc. PO. Box 2167, Sou th San Francisco “CA 94080 “Ni nte avis registered tradema rk of Nin nte mil rie rica, Inc 


CIRCLE #122 ON READER SERVICE CARD. 


GENESIS DOES IT ALL. 
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Super Hang-On’ Super Thunder Blade’ 





Strider” 





Altered Beast’ Ghouls °n Ghosts 





The Revenge of Shinobi’ 





Rambo III” Truxton™ Forgotten Worlds’ 


ADVENTURE GAMES: 





E-S.W.A.T. Afterburner Il" 
City Under Siege” 





Michael Jackson’s Phantasy Star II” The Sword 
Moonwalker of Vermillion” 


aaa 
bak | 
ie 


y 5 8 \ 

Mpa uriii vary ray 

: \ 

sj + A \ 
* 





Tommy Lasorda World Championship Arnold Palmer Pat Riley’s 
Baseball” Soccer” Tournament Golf — 


James“‘Buster”Douglas Joe Montana Football” 
Basketball” Knockout Boxing” 











Alex Kidd: Last Battle Mystic Defender’ 
Enchanted Castile 





Dynamite Duke” 








Columns” 


Dick Tracy* 


Spider-Man** The Castle of Illusion” 


Starring Mickey Mouse 





=~, 


Altered Beast,” the Sega arcade hit, comes with the Genesis system. Other games sold separately. Sega and Genesis are registered trademarks of Sega of America, Inc. Ghouls n’ Ghosts and Forgotten Worlds are licensed trade- 
marks of Capcom, Inc. Rambo lil is a registered trademark of Carolco International N.V. Thunder Force Il is a trademark of Techno Soft. Zoom! is a trademark of Discovery Software International, Inc. Truxton is a copyright of 
Toaplan Co., Ltd. Cyberball is a registered trademark of Atari Games, Inc. Ghostbusters: © 1984 Columbia Pictures Industries, Inc. Original game © 1984 Activision. Spider-Man® & © 1990 Marvel Entertainment Group, Inc. All 
rights reserved. Dick Tracy and Mickey Mouse are copyrights of The Walt Disney Company. Michael Jackson's Moonwalker is a trademark of Ultimate Productions. Strider is a trademark of Capcom, Inc. Dynamite Duke is a 
trademark of Seibu & Kaihatsu, Inc. All other game titles are trademarks of Sega of America. * Anticipated game availability Winter/199| 


CIRCLE #123 ON READER SERVICE CARD. 


RAGE EO ap ee ers of the boss robots as you destroy 


them. Thus, by the time you reach the 
final boss, you'll have an armada of 
seven powerful weapons as well as 
Rush and your basic cannon. All these 
weapons have to be kept powered-up, 
of course, so you'll need to collect the 
various energy tanks and pellets found 
along the way. 

Every time you annihilate one of the 
master robots, you'll gain a password. 
This will allow you to start the game 
, me : = i with one or more of the levels already 
oe: LKR KlS eg  SERSTS po finished. One of the nice points of the 
SeweREKeS : game is that you can choose to start at 

—— any level you care to; 
they’re not rated as far 
as difficulty goes. In 
fact, they’re a// fairly 
equal in challenge. 

There's’ really a 
wealth of clever obsta- 
cles in this game, vari- 
Ous routes to take and 
alternate ways. of 
avoiding or dealing 
with each problem. 
That's what makes this 
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game play, but it stands on its own as a 
clever, enjoyable game—cute and car- 
toonish but full of devilish little twists. 
No experience with the previous two 
games is required, though it might help 
you succeed in the strange, robotic 
world of MegaMan. 

The manual devotes all of two short 
paragraphs to the plot, most of which 
will probably not make much sense if 
you're not caught up on the history of 
the earlier MegaMan cartridges. The 
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overall “peace-keeping” plot (kinda 
laughable, given the game’s subtext of 
“destroy everything that moves”) is in 
its final stage. However, there are still 
eight energy crystals needed for the 
Great Peacekeeping Machine. Unfortu- 
nately, those crystals are located in the 
heart of each of eight mechanized min- 
ing planets. Your mission is to recover 
those crystals, which means destroying 
(or avoiding where possible) the auto- 
mated defenses. 

Naturally, there’s one major robot to 
take out at the end of each of the eight 
levels. Each boss robot has its own par- 
ticular specialty (Needle Man, Snake 
Man, Spark Man, Magnet Man, etc.). 

Of course, you're no ordinary video- 
game hero—you can do more than just 
run, shoot and jump. You've got the 
able assistance of Rush, the robot dog. 
Rush can be called up from your selec- 
tion screen, and when you signal him, 
you can choose one of three “forms” 
for him to take: a springboard (to jump 
to otherwise inaccessible areas), a sub- 
marine (to allow you to move underwa- 
ter), or a jet (So you can fly). Rush's Al 
(artificial intelligence) allows him to 
sense when you’re done with him, so he 
vanishes till next time. 

Another major advantage comes 
from your ability to assimilate the pow- 


VG&CE « JANUARY 1991 


m 4! 
Vie 
m= 
D 
fe 4m 
DO 
Zhi 





game so much fun, de- 
spite the unimpressive 


graphics. In fact, the situations change 
so rapidly and so frequently that you 
don't have time to become bored with 
any of them or bothered by the lack of 
splashy graphics. 

MegaMan 3 is really a nifty little 
game, a very familiar breed executed 
with more than the usual amount of 
well-devised puzzles and obstacles. It 
should serve you well, even if you've 
never played a MegaMan game before. 
In fact, if this game serves as your intro- 
duction to the series, you may just find 
yourself running back to see what the 
others are all about. 

—J.M. 
Capcom USA 
3303 Scott Blvd. 
Santa Clara, CA 95054 
(408) 727-0400 
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SEGA 
For the Sega Genesis ($72.95) 





PLAYABILITY 1234567 sq 10 


OVERALL 1234567 8ff10 


Strider has got to be one of the most 
eagerly anticipated Genesis carts put 
out. This is due to its popularity in the 
arcades and its promise to be one of the 
biggest Genesis carts to date: eight 
megabits (one 
megabyte) of 
code. That’s not 
much by com- 
puter standards; 
today’s comput- 
er games can 
reach up to ten 
megabytes or 
more and CD- 
ROM games 
many times that 
amount. But In 
the cart world, 
eight megabits 
is an incredible amount, and Strider 
takes full advantage of it, because it’s an 
astounding game. The pace of the game 
play, the thundering sound effects and 
the bold, brilliant graphics make Strider 
truly an arcade-quality game. 

The game’s setting—immaterial, as in 
any pure action game—is Earth in the 
year 2048. The planet is besieged by the 
forces of Meio, the Grand Master of an 
alien world, who devastates Earth’s 
population. Meanwhile, on the remote 
island of Moralos, one lone Strider (a 
defender of justice), Hiryu, is assigned 
the task of defeating Meio. To do so, 
he’ll have to travel through areas where 
Meio’s forces have set up shop: Kazafu, 
Siberia, the Amazon, Ballog (a flying 
fortress) and, finally, the space station 
where Meio resides. 

Hiryu’s chief weapon is a plasma 
sword, and he can wield it numerous 
ways. This takes practice to master, but 
it’s fairly intuitive. Hiryu can climb at al- 
most any angle, run, Jump, do 
cartwheels, slide low (a very effective 
move) and hang off of walls, girders 
and so on. There are over a dozen 
power-up items found in containers 
throughout the game, including sword 
power-ups, life-line extenders, drone 
robots (including a cool robotic pan- 
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As one of the most 
anxiously awaited 


cartridges for the Genesis, 


Strider lives up to its 
billing as a hot eight- 
megabit action contest. 


ther) for alternate 
offense and de- 
fense, extra lives, 
invincibility and 
much more. 

Each of the five 
stages are nonlin- 
ear and bizarrely 
designed, forcing 
you to explore 
thoroughly in 
order to find your 
way through. The 
foes are immense 
and plentiful, 
requiring a lot of strategy combined 
with lightning-fast reflexes in order to 
defeat them. Moreover, the variety of 
enemies, their individual attack pat- 
terns and the pace at which you en- 
counter them is dizzying. You’re on a 
timer, so you don’t have the luxury of 
standing around and formulating a 
strategy (unless you hit the pause but- 
ton, but then you can’t observe their at- 
tack patterns). 

A major portion of the game’s appeal 
is in its graphics. Everything is big and 
splashy; the bosses, 
for instance, are often 
half the size of the 
screen, yet fully ani- 
mated and without a 
hint of flicker any- 
where. The game 
scrolls in every con- 
ceivable direction in 
multiple layers, and at 
times you'll find your- 
self simply amazed 
with the complexity of 
the scenery. | particu- 





larly enjoyed racing down a steep hill 
from a very dramatic and astonishingly 
realistic angle, with villages visible in 
the distance. And as we video-game 
freaks often say to each other, “It 
blowed up rea/ good!” 
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isolated Warrior is a high-speed, uniquely 

developed game based on a 3-D concept that 

features over 40 types of enemy creatures, 

realistic graphics and explosive sound effects! 

Become Max Maverick, alone warrior, who must 

defeat the awesome creatures that attack his 

highly civilized planet! 
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The sound is excellent, and the sword 
makes an especially realistic clang. You 
get a limited number of continues, and 
you can configure the difficulty of the 
game and the number of lives you start 
off with. The manual is exceptional: It 
suggests strategies for many specific 
situations, so if you're truly dedicated, 
you may want to explore the game on 
your own before turning to the back 
pages for a peek. 

All in all, Strider is a very successful 
achievement. It provides dazzling graph- 
ics, challenging and addictive game 
play and plenty of strategies and terrain 
to explore. Strider has just about every- 
thing a hard-core video gamer could 
possibly be looking for. 

—J.M. 
Sega of America 
573 Forbes Blvd. 
South San Francisco, CA 94080 
(800) USA-SEGA 


IGS 
For the TurboGrafx-16 ($61.99) 


GRAPHICS 123456 G 8 9 10 

PLAYABILITY 423.4 ac ie 8 9 10 
OVERALL 12345478 9 10 

With a plot that reads like an EC 
Comics “Weird Science” storyline, Sin- 
istron brings aliens, artillery and arcade 
action into your living room. (Just don’t 
let Mom know about the “sea of 
mucus” in Stage 5, “Liquid Organs.” It’s 
hard to get that stuff out of the carpet.) 

It seems that a gargantuan mass of 
biomorphic material has been advanc- 
ing on our solar system, devouring 
Pluto on a course that leads straight to 
our own beloved planet. Fortunately, 
33rd-century surveillance technology 
has given our leaders enough 
time to send out a squadron of 
cybernaut fighters to dispatch 
this massive...er, mass. Just 
think, if that ion storm hadn't 
wiped out the rest of your fleet, 
you wouldn’t have had to fly 
out and face Sinistron alone! 

But this is no time for wish- 
ful thinking. Your standard- 
issue blasters won't get you 
very far, so you'll have to keep 
an eye out for power-up items, 
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SCORE 000 10700 fMRI a2 


like the plasma droids that hover near 
your ship or the weapon capsules. The 
capsules allow you to upgrade to one of 





















IGS’ Sinistron 


three types of weapon- 
ry; namely, the Vulcan 
flame cannon, the crys- 
tal-pulse laser and the 
heat-seeking CHAOS 
missiles. Each of these 
weapons has a differ- 
ent method of attack, 
and each one can cover 
a wider area if you 
open up the ramming 
shield jaws that protect 
your ship’s cockpit 
from harm. But this 
practice leaves you vul- 
nerable to 
frontal at- 
tacks, So use 
it sparingly! 
If that’s 
not enough 
firepower 
for you, 
there’s al- 
ways the 
HyperSonic 
blast, a pow- 
erful wave 
of pure en- 
ergy that cir- 
cles your 
ship for an 
instant, disintegrating everything it 
touches. But it, too, comes at a price. To 
activate it, you must hold the “attack” 
button down while the power banks are 
energized. When the power meter at the 
bottom of the screen shows a full 
charge, releasing the button fires the 
blast. Unfortunately, you can’t fire your 
weapons while the power banks are 


continued on page 60 
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16-bit library of killer TurboGrafx-16 games 
anywhere in the known world 

with the new TurboExpress’ Handheld 
Entertainment System. 







TV Sports Feethall™ is a trademark of Cinemaware Corporation ©1990 Cinemaware Corporation. Bonk’s Adventure™ is a trademark of MEC Technologies, Inc. ©1990 Hudson Soft, 1990 Atlus Ltd., 1990 Red. 
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CIRCLE #126 ON READER SERVICE CARD. 


continued from page 56 


charging up, 
SO many space 
jockeys (my- 
self included) 
will never use 
this option. 

You can 
also pick up 
“speed mod- 
ules” that in- 
crease your | 
ship’s maneu- 
verability. | 
never thought I’d have this complaint 
about a video game, but the speed 
modules make the fighter almost too re- 
sponsive. When your on-screen vehicle 
obeys the slightest control-pad com- 
mand with an immediate reaction, a de- 
gree of realism is sacrificed. You get no 
sense of the size or weight of your fight- 
er. Despite a background story that 
would seem to indicate that there’s a 
person inside the ship, it moves with 
the immediacy of a tiny insect. Even in 
the weightless expanse of space, a vehi- 
cle shouldn't be able to change direction 
so quickly. Well, perhaps in the 33rd 
century. 

The game's learning curve is an im- 
portant issue as well—it’s not as much a 
“curve” as it is a “brick wall.” | coasted 
through the first three levels in less than 
a day, but it took over a week before | 
became skilled enough to reach the end 
of Level 4. (There are six stages in all.) 
The “boss” characters at the end of 
each level reflect the difficulty of the 
areas they inhabit; the first two were sit- 
ting ducks, the third was defeated with a 
simple trick—and then the Level 4 boss 
pinned me to the wall before sizzling my 
posterior with a flash of laser light. Yow! 

Though the looks and sounds are def- 
initely above average, the game play is 
curiously flat. Arcade addicts with cal- 
loused thumbs probably won't care 
about anything but the vivid colors and 
exciting music, not to mention the chal- 
lenge ‘of the later levels. But if scrolling 
shoot-’em-ups are going to be as com- 
monplace on the TurboGrafx-16 as they 
are on the Sega Genesis, then Sinistron 
will have to face a lot of competition. 

—C. B. 
Information Global Services, Inc. 
80 South Lake Ave., Suite 526 
Pasadena, CA 91101 
(818) 440-0626 
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Castile of illusion 


SEGA 
For the Sega Genesis ($49.95) 





What sort of game would you expect 
from Castle of Illusion when you found 
out that it stars Disney’s hero Mickey 
Mouse? A game easy enough for little 
children? Plenty of simple, appealing 

cartoon graphics? A 
light-weight run-and- 
jump, good for an af- 
ternoon of mindless 
entertainment? 
Wrong on eaill 
counts. Castle of I/lu- 
sion is, quite plainly, 
one of the most fabu- 
lous run-and-jump 
games ever created. 
The game play is 
derivative of the 
Mario series, but with 
plenty of imaginative 
twists and at- 
tention to de- 
tail that elevate 
the game to an 
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entirely new 
level. 
The back- 


grounds and 
animation are 
nothing short 
of breathtak- 
ing—they make 
the graphics of 
Ghouls ‘a 
Ghosts seem 
; sickly by com- 
parison. The 
attention to de- 
tail is un- 
matched. The music is 
perfectly in line with 
the spirit of the game. 
Imagine stepping into 
the Disney archives 
and exploring all the 
7 wild and ingenious 
#7 worlds. That’s what 
it’s like to play Castle 
of I/lusion. 

While frolicking in 
the woods, Mickey 
and Minnie are terri- 
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So you want a Genesis’ game 
with real impact’? 

Play John Madden Football” 
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Its fourth down and 

you could boom one deep. 

Or take your chances, fake the punt, 
and go for it. What a total kick. 
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fied by a sudden burst of lightning. 
From out of the sky swoops Mizrabel, 
an evil witch, who picks up Minnie and 
flies away. To rescue Minnie, you'll 
need to have the seven gems of the 
rainbow. The gems are contained with- 
in five worlds, each behind its own 
door in the Castle of Illusion. 

Mickey’s got a few tricks up his 
sleeve. He can throw objects at ene- 
mies. He can bounce on them to make 
them disappear. He can leap, swim and 
run. Throughout his travels, he’ll find 
objects to throw, Mouseketeer ears 
(extra lives), stars (extra power for his 
life line) and bags of marbles to throw. 
There are other objects found only in 
certain areas. For example, in the Toy- 
land sequence, there are arrows that flip 
the level topsy-turvy...very disorienting! 
Mickey starts the game off with three 
lives, and you can continue a new game 
from where you left off a total of four 
times. 

The five levels are beautifully drawn 
and imaginatively conceived in classic 
Disney style. One of the areas in the En- 
chanted Forest level, for example, is 
reminiscent of Fantasia: 
Mickey leaps from leaf to 
leaf as they bounce gen- 
tly and drift from side to 
side amidst a multilevel 
background of dewy spi- 
der webs and tree 
branches. 

Another level is 
straight out of Babes In 
Toyland: Toy soldiers, tin 
airplanes and jack-in-the- 
boxes populate vast ar- 
rays of doll houses with 
giant scenery (sort of like 
the It’s a Small World ride at Disney 
theme parks). There’s a land of cake and 
candy, a shelf of towering books and 
jars, a magnificent castle and more. Ev- 
erything’s done in delicately shaded col- 
ors and with lots of ambient animation 
to bring it all to life. 

Mickey himself is especially cute 
and detailed. All of his actions (this is 
the great old-style Mickey from the 
early-to-mid-'30s cartoons) are won- 
derfully animated—note, for instance, 
the way he sways comically when 
standing near the edge of whatever 
he’s standing on and the way his legs 
move when he jumps. The ending se- 
quence is just as impressive as the rest 
of the game. 
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Each level has the inevitable “Big Bad 
Guy.” These guys are tough, no two 
ways about it. In fact, the whole game is 
definitely too tough for little children, 
though they'll no doubt be entranced by 
the simple storytelling and vivid pic- 
tures. You can choose between practice, 
normal and hard modes and configure 
the joystick to your liking. 

It's terrific that a classic character as 
well-loved as Mickey Mouse should be 
worked into a game that deserves clas- 
sic status itself. Castle of Illusion is rec- 
ommended for everybody without ex- 
ception. 

—J.M. 


Sega of America 
573 Forbes Blvd. 
South San Francisco, CA 94080 
(800) USA-SEGA 









Lakers Vs. Celtics and 
the NBA Playoffs 


ELECTRONIC ARTS 
For the Sega Genesis ($49.95) 





Electronic Arts only recently climbed 
aboard the video-game fun-train by 
porting a few of their more popular 
computer titles over to the Sega Gene- 
sis. They’ve already met with great suc- 
cess. Not surprising, considering games 
like Populous and Zany Golf are not 
only popular, but also original and fun. 
Now, sports fans will be pleased to 
learn that Electronic Arts has released 
Lakers Vs. Celtics and the NBA Playoffs 
for the Genesis. Although not complex 
enough to rate as an actual simulation, 
Lakers Vs. Celtics plays a pretty hot 
game of basketball. 


continued on page 65 
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Make the nght call from over 100 Totally All-Pro moves that you control. Now It can be Super Sunday 


different plays. Keep the weather in Including spins, dives, Jumps, and an any day of the week. 
mind and youll put the game on Ice. end zone touchdown dance. 


All the players have real attributes. You get 
_ guys with better hands. Guys who are faster 
Mm Even special short yardage units. 

As the big man himself says, “Some 
guys arent mudders. Some guys 
cant hold a block on grass. 

\ fe. !hats real football. 
Viv [hats in the game’ 
find a harder hitting 
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You begin by setting your game op- 
tions. You may elect to play a single 
game against another player or against 
the computer, or you can take on the 
computer in a full tournament. Other 
options include: play mode (arcade or 
simulation), which sets whether or not 


- the cheers of the fans whenever a team 


scores. 

All in all, this is another fine title from 
Electronic Arts, with top-notch music 
(electronic funk that'll almost certainly 
have you tapping your foot) and well- 
rendered graphics with smooth, con- 
vincing animation. Whether you're a 


your players will tire; play level (pre- 


EA’s Lakers Vs. Celtics : 
season, regular game or showtime), features funky music and 7 \- ae tints ——- 
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players will be; period length (two, five, support the hard-court 
eight or 12 minutes); and music that can  @etion. 


be turned on or off. 

Once you have 
the game options 
set up, you can 
choose your teams 
from among ten 
selections, includ- 
ing, Of course, the 
Lakers and the 
Celtics, as well as Frwet-gsns 
All-Stars West and aaa 
All-Stars East. 

Each team is 
made up of five 
players. On the (Reitin iss 
player statistics 
screen, you can 
view the statistics for any player on ei- 
ther of the chosen teams. You can also 
swap players, which allows you to ex- 
periment with different lineups. 

After all that is out of the way (it 
doesn’t take long, especially if you don't 
bother to study all the statistics), the 
game begins. When playing offense, 
you control the player with the 
ball—dribbling, passing and shooting. 
Several types of shots are available, de- 
pending on how you activate the “A” 
button. All the rules of play apply, in- 
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NEC’s Super Star 
Soldier, for the 





hoop expert or a couch-and-TV jock, 
you'll have a ball with this well-done 
sports contest. Who knows? Maybe 
someday you'll make it to the Genesis 
big leagues. 

—C. W. 
Electronic Arts 
P.O. Box 7578 
San Mateo, CA 94403-7578 
(800) 245-4525 


Super Star Soldier 
NEC 
For the TurboGrafx-16 ($61.99) 
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GRAPHICS 
PLAYABILITY 


OVERALL 


cluding penalties for going “back court” Slecieiiienen wiltie Yow! Push the button to the plastic, 
or for “charging.” scorching action for and get geared up for one of the fastest 
When playing defense, you control die-hard arcadiacs. shooters this side of the Milky Way. 


the player with the black shoes, which is 
the player closest to the opponent carry- 
ing the ball. You can switch control be- 
tween players by pressing the “B” but- 
ton. But don’t crowd the player with the 
ball, or you'll be called for a foul, giving 
your opponent two foul shots. 

In addition to the music, Lakers Vs. 
Celtics employs some interesting sound 
effects. These sound effects include the 
ball bouncing off the rim of the basket, 
the referee’s whistle and the referee's 
digitized voice as he calls out penalties. 
Conspicuously missing, however, are 
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Super Star Soldier for 
the TurboGrafx-16 is an 
outer-space bangfest 
with more fancy 
weapons and alien in- 
vaders than a copy of 
Galaga with a thyroid 
problem. The odds are 
good that the scorching 
action will have your 
eyes crossed before the 
end of the first level. 

In other words, you're 
going to need a loose 
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and lethal trigger finger to beat this 
baby. As you pilot your ship over the 
vertically scrolling outer space scenes 
and alien landscapes, dozens of enemy 
craft will do their utmost to atomize you 
into planet fodder. 

At times, there’s so much action on 
the screen that it’s difficult to locate 
your own ship, which can get lost in the 
confusion of rockets, bullets, attackers 
and shrapnel streaking across the 
screen. Luckily, as you fight, weapon 
icons, which give your ship extra pow- 
ers, are released. The weapons they 
provide help you keep up with the 
enemy barrage. 





Some of these weapons include a 
bubble shield that circles your ship, pro- 
tecting it from enemy attack; a flame 
gun that fries any enemies stupid 
enough to wander into its path; a blue 
wave gun that covers the screen with 
circles of blue energy; side missiles that 
attach to the side of your ship, allowing 
you to ram into your enemies; and 
smart missiles that hunt down ap- 
proaching alien craft. 

The power of a weapon its deter- 
mined by the number of weapon icons 
you've picked up. For example, the blue 
wave weapon starts off as only a single 
beam of energy circles. After catching a 
second blue-wave icon, the wave fires 
in two directions. The next icon will give 
you a double forward beam. Increase 
the strength again, and it'll fire in three 
directions. Finally, grab another blue- 
wave icon, and you end up with a 
quadruple beam powerful enough to 
cover almost the entire screen. 

If you leave an icon on the screen 
long enough, it may start cycling 
through the different colors, giving 
you a chance to grab, or increase the 
power of, your favorite weapon. The 
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longer you wait, though, the closer to 
the bottom of the vertically scrolling 
screen it gets. 

Once your weapon is at full strength, 
additional icons act as “pows,” wiping 


out everything on the screen in-ohe gi- 
gantic explosion. (Neat graphics!) 
Keeping your favorite weapon can be 


Similar to last year’s 
Blazing Lazers, Super Star 
Soldier is a relentless 
shooter that will have your 
careening around the 





tricky with all those different weapon 
icons flying around. Also, when you 
get hit, your weapon strength is de- 
creased. 

As | said, there are times in Super Star 
Soldier when the screen is literally filled 
with moving objects. Thank the stars that 
the wise men at NEC granted us tur- 
bofire. You won't have to numb your trig- 
ger finger, jabbing the fire button a thou- 
sand times a second. Just hold down the 
button for continuous shooting. 

You can use turbofire in any one of 
three modes of play. In the regular 
game, you play until your lives are used 
up. In the two-minute and five-minute 
games, your galactic fight is timed, forc- 
ing you to gather points as quickly as 
you Can. 

Although some of the weapon effects 
are dazzling, the background graphics 
and the enemy characters in Super Star 
Soldier are not particularly extraordi- 
nary. The TurboGrafx-16 is certainly ca- 
pable of much more detail. Still, so 
much is going on in this game, you 
won't have time to notice the back- 
grounds anyway! 

If you’re looking for a hot-action 
shooter for your TurboGrafx-16, Super 
Star Soldier is a decent choice. It’s not 
particularly original and offers little new 
to the genre—but it sure will keep you 
sweating. 

—Clayton Walnum 
NEC Technologies, Inc. 
1255 Michael Drive 
Wood Dale, IL 60191-1094 
(708) 860-9500 
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Tre immerta! 
ELECTRONIC ARTS 


For the Nintendo Entertainment 
System ($49.95) 





Programmer Will Harvey has always 
been known for his innovative yet 
slightly quirky creations. Eight years 
ago, he pounded out Music Con- 
struction Set on his Apple com- 
puter—an icon-driven music com- 
position program that became the 
pioneer of today’s MIDI (Musical In- 
strument Digital Interface) software. 
After this, he founded Sandcastle 
Productions and then developed 
Zany Golf, a surrealistic take on 
miniature golf. It’s still too soon to 
tell if Zany Golf has had an influence 
On mini-putting courses as well. In 
the meantime, Harvey's latest prod- 
uct is his company’s first for the 
NES, The Immortal. 

At first glance, The Immortal 
seems to be standard stuff, and, 
compared to Harvey's first two 
works, it is. That is, if you size it up 
against similar games on home 
computers. On the NES, however, 
this narrative-backed adventure is 
unique, unlike others in its genre. 

You're cast as the protege of the wiz- 
ard Mordamir, who has disappeared in 
the Labyrinth of Eternity beneath the an- 
cient city of Erinoch. This great city was 
destroyed over 1,000 years ago by the fire 
of a dragon who still dwells under the 
city’s ruins. Trekking into the passage- 
ways and rooms of the Labyrinth in your 
search for Mordamir, you'll encounter 
hostile goblins and trolls dwelling in 
these areas. Other deadly pests like bats 
and shadow creatures will also impede 
your attempts to find a way out of any 
one of the six levels in the Labyrinth of 
Eternity. 

Yet, things don't seem right. Messages 
from Mordamir mention someone named 
Dunric, whom he refers to as his student. 
Dunric is supposedly accompanied by a 
fighter, Erek. Who are these people, and 
why does Mordamir say Dunric is his 
faithful student when you thought that 
you were? And what's Mordamir doing 
getting himself lost in the Labyrinth of 
Eternity anyway? 


68 








The Immortal, from 
Electronic Arts, was 
created by the same 
programming group that 
meade last year’s Zany 
Golf, which explains the 
quality look and 
playability the game 
contains. 


That's part of the mystery behind The 
Immortal. Solving these questions and 
others to come will involve surviving the 
perils of each level that make up the 
labyrinth and figuring out a way to enter 
the next one. All items found can—and 
should—be picked up, as the instruction 
booklet emphasizes. Nothing can harm 
you if your character merely picks some- 
thing up. Using these items in the wrong 
place and/or at the wrong time, well, 
that’s another matter. Items are 
stored in your pack and are used 
to help you get out of a predica- 
ment or the level you are 
presently trapped in. Taking a 
nap on a bed of straw and mak- 
ing note of your dreams will also 
clue you in to useful hints. 

When you come face-to-face 
with a monster, the scene 
switches over to a combat 
screen. Your character and your 
opponent fight it out by swing- 
ing weapons to strike blows at 
One another. The more times ei- 
ther one of you attacks, the 
higher your fatigue level goes 
up, limiting attack strength. 
Dodging blows will lower this in- 
dicator. The one whose vitality 
gauge drains completely due to 
hits will lose his life. 

A complete step-by-step run- 
down is provided for going 
through the first level of The Im- 
mortal. The Codex of the Serpent, a jour- 
nal left behind by Mordamir, details char- 
acters you'll come across and gives some 
sage advice. This book Is placed in the 
back of the instruction booklet. 

The adventure puzzle-solving aspect of 
The Immortal is middleweight in terms of 
difficulty. But the arcade challenge more 
than makes up for this with its high frus- 
tration level. Avoiding the floor slime and 
getting rid of pesky bats can be difficult to 
accomplish, for example. As a nice touch, 
everything is backed up by an effective 
score written by well-known computer- 
music composer Rob Hubbard. 

For Will Harvey and Sandcastle Pro- 
ductions, The Immortal is no doubt a fine 
addition to their brief list of titles. For 
Electronic Arts it solidifies its standing 
with the NES. 

—Howard H. Wen 
Electronic Arts 
1820 Gateway Dr. 
san Mateo, CA 94404 
(415) 571-7171 
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Magician 


TAXAN 


For the Nintendo Entertainment 
System ($49.95) 
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GRAPHICS 
PLAYABILITY 
OVERALL 


The setting for Magician, Merlwood, 
like virtually all mythical lands from a 
nonexistent time, is a peaceful country 
with picturesque landscapes suitable for 
postcard pictures. Wizards and magI- 
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cians maintained the delicate balance of 
things in this utopia. Then one day, one 
of these magicians, Abadon, decided he 
was tired of being nice and went about 
defeating all his wizard colleagues. His 
goal was simple: complete rule over 
Merlwood and its people. No more Mr. 
Nice Guy, Abadon and his PR firm 


stressed. 


Meanwhile, to the west, in the village 
of Serenna, teenager Paul sets out for 
Merlwood to find and defeat Abadon, 
and thus liberate the country. You see, 
Paul is the only magician other than 
Abadon who's left. Well, almost. Even 
though he’s Merlwood’s last and only 


hope, he’s also just an 
apprentice. So what are 
his chances of suc- 
cess—or just surviving? 
Pretty good actually. 
After all, you are Paul, 
and everyone knows 
that, despite great (sup- 
posedly) odds against 
you, Abadon hardly 


stands a chance chal- | 


lenging the average 
NES gamer. 

Your adventure Is a 
long journey that will 
be filled with numerous 
battles as you seek the 
ingredients to make the 
ultimate potion, a con- 
coction of the four ele- 
ments: earth, air, fire 
and water. Using it is 
the only way to bring 
down Abadon. 

You'll traverse 
through the beautiful 


world of Merlwood, | 


which is broken up into 
eight different environ- 
ments. In Serenna, 
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stop off for a drink of 
ale. These clues fore- 
tell events that you 
will come across. 
Speak to townspeo- 
ple walking on the 
street, and several 
will offer advice. A 
few might even give 
you valuable and help- 
ful gifts. Chatting with 
anybody you come 
across will increase 
your “mana”—points 
that determine the 
power and ability you 
have to use spells. 

Magician allows the 
player to build spells 
by selecting specific 
combinations of runes. 
Spells may also be bought in a store, or 
someone may tell you how to build 
them with your runes. Depending on 
the type, these spells function as 
weapons, shields and superhuman 
powers. They are cast by selecting them 
from the backpack screen. 

This screen also displays an inven- 
tory window that lists all accumulated 
weapons and supplies such as food, 
keys and potions. Also shown are mana, 
health, water, food and other pertinent 
levels. When any decrease, proper 
means should be undertaken to in- 
crease them. For example, when the 
food level decreases, Paul should con- 
sume more food to bring this number 
back up. 

Magician bills itself as a role-playing 
game, but it is only so in terms of its 
spell-casting and health-level aspects. To 
its benefit, it's more of an action game. 
Mapping abilities aren't necessary here, 
and most of the puzzles presented can 
be figured out with a reasonable amount 
of intuition. Much of the difficulty lies in 
defeating the enemies. Magician is a 
worthwhile journey to undertake. 

—H.H. W. 


Sa 


Taxan USA 

161 Nortech Parkway 
San Jose, CA 95134 
(408) 946-3400 
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HI-TECH EXPRESSIONS 
For the Nintendo Entertainment 
System ($39.95) 


SOUND/MUSIC Wi258 afc 7 8 9 10 
GRAPHICS 126 afc 7 8 9 10 
PLAYABILITY 1-2: 34S 6s 9 10 
OVERALL 1234547 8 9 10 


In the early days, the few 3-D games 
that were out for the NES, such as 
World Runner, utilized the standard 
blue-red tinted glasses. Akin to 
watching camp 3-D movies like Creature 
From the Black Lagoon, the overall ef- 
fect was colorless and left something 
more to be desired. Breaking new 
ground in this area of NES gaming is 
Orb-3D, the first NES title to implement 
3-D images without sacrificing the origi- 
nal colors of the game screen. 

Hi-Tech Expressions touts its 3-D ef- 
fect as “GrenoVision.” In brief, it’s the 
Same technique used two years ago 
during the SuperBowl half time show 
and the Tournament of Roses Parade. 
The right lens of the cardboard glasses 
is tinted dark while the left is much 
lighter. If you’re not wearing these 
glasses, images on the television 
screen don’t appear distorted—they 
look normal. Putting on the dark-light 
tinted glasses will produce a 3-D effect 
with color intact, for the most part. This 
process is not to be confused with the 
liquid crystal “shutter” glasses that 
were used on the 3-D accessory for the 
Sega Master System. Though not as 
technically superior to this elaborate 
hardware peripheral, Orb-3D’s GrenoVi- 
sion works both effectively and eco- 
nomically. 

Onto the plot behind Orb-3D: The evil 
space wizard Krohn has been sucking 
up space stations, starships and planets 
in a remote part of the universe, using a 
black hole that he controls. As pilot of 
the Millennium Orb, your assignment is 
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to find and defeat Krohn, but 30 inter- 
galactic chambers have been set up to 
keep you away from him. 
In each chamber there are 
sets of targets that must 
all be knocked down. 

You knock’ targets 
down by manipulating the 
trajectory of the Orb so 
that it hits these targets. 
Force fields along the 
sides need to be maneu- 
| vered vertically to keep 
1 the Orb within the con- 
fines of the chamber. “En- 
glish” can be applied to 
ricochet the Orb in a dif- 
ferent angle. If the Orb 
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should go by the force fields, the 
ship’s fuel level will lower drasti- 
cally. The game ends when all fuel 
has been burned up. 

To refuel the Orb, you have to 
make a trip to Vern’s Orb-O-Rama, 
an interstellar fuel station and 
restaurant (its billboard advertises 
“Eat Here & Get Gas”). You re- 
plenish the Orb’s fuel level by div- 
ing the ship in and out of the sta- 
tion’s docking bays. All fuel-ups 
must be paid with credit earned 
from clearing the chambers. How- 
ever, going for fuel too often will 
cause the length of the force fields 
to shorten. 

The targets in the chambers consist 
of objects like bubbles, bowling pins 
and the eyeballs of a giant cat, believe it 
or not. Some of these must be struck 
down in a certain way—from behind, in 
a required combination or hit several 
times, for instance. Complicating things 
further, there are space pirates that have 
to be avoided as they steal your Orb’s 
fuel supply. 
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VideoGames 


& Computer Entertainment 


COMPLETE GUIDE TC 
NINTENDO’ VIDEO GAMES 


Ratings and 

Reviews on 

Over 200 
Video Games! 


The Complete 
Guide on 
What's Hot and 
What's Not! 
No-holds-barred 
reviews and 
ratings on: 


e Game play 
@ Age level 
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+ go into a 
store to buy a 
new cartridge for 
your Nintendo | 
Entertainment Sys- : sea aa 
tem, but how do + acne J 

you know what's x 
good and what's Sion 
bad? Now VipeoGames & ComPUTER ENTERTAIN- 
MENT and Hayden Books have put together 
the final word on NES games. VipEoGaAmEs & 
COMPUTER ENTERTAINMENT'S® Complete Guide to 
Nintendo® Video Games is a full-color book 
that offers over 200 descriptions and 
reviews of NES and Game Boy titles, featur- 
ing the latest cartridges from all of the NES 
software manufacturers like Ultra, Capcom, 
Electronic Arts, Acclaim, Konami and even 
Nintendo itself. Even “unlicensed” compa- 
nies such as Tengen, American Video Enter- 
tainment and Color Dreams are covered. 
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HAYDEN BOOKS 





VIDEOGAMES & COM- 
PUTER ENTERTAIN- 
MENT’S® Complete 
Guide to Ninten- 
do® Video Games 
is available at 
most bookstores, 
. or send $12.95 
(plus your state sales tax) to Macmillan Pub- 
lishing, Front and Brown Streets, Riverside, 
NJ 08075, Attn: Mail-Order Department. 
Credit-card orders (MasterCard, Visa or 
American Express) can be made foll-free at 
(800) 257-5755. 


. 
eoee® 


Vee eS 


Don’t be an uninformed buyer. Pick up a 
copy of  VipEOGAMES & COMPUTER 
ENTERTAINMENT'S® Complete Guide to Ninten- 
do® Video Games today. It makes a great 
Christmas gift! 
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Problems arise when playing the 
chamber screens themselves. Applying 
“English” to the Orb isn’t as easy as the 
instruction booklet might lead you to 
believe. Often, the Orb will simply slip 
by the force field in your attempt to rico- 
chet it, no matter how close you believe 
you came into contact with it. 

The 3-D effect works well in the 
game's title screen but is not as impres- 
sive during actual game play. Though 
the instructions clearly state that the 
ability to see 3-D varies among different 
people, mast everyone | tested the 
game on found similar results. Also, 
eye strain tends to develop even after 
short periods of play. You can play just 
as well without the glasses, but, minus 
its 3-D gimmickry, Orb-3D fails to stand 
on its own. 


—H. H. W. 


Hi-Tech Expressions 

584 Broadway, Suite 509 
New York, NY 10012 
(212) 941-1224 


CAPCOM 
For the Nintendo Entertainment 
System ($49.95) 


crapuics = 1fJ3 45 6 7 8 9 10 


PLAYABILITY 4°2°3 >» 6 7 89 10 





OVERALL a Min 4 45 6/78 9 10 


Just in case you haven't had your fill 
of games based purely on marketing 
ideas, the California Raisins are now of- 
fering their second game: The California 
Raisins: The Grape Escape. While the 
Raisins are certainly cute, this cuteness 
has been wearing off for years. It’s a lot 
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working the California 
Raisins into its latest, 
The Grape Escape, is 
perhaps the wildest. 





easier taking them in doses of 30 sec- 
onds every once in a while, but whether 
they’re good for hours of challenge and 
enjoyment is debatable. They made a 
great commercial or two, but the raisins 
themselves have no discernible charac- 
ter...and neither does their game. It’s 
nonviolent, non-offensive arcade enter- 
tainment at its most bland. 

We find the Raisins preparing for 
their next gig. But the Wild Bunch, 
renegade fruit that they are, have stolen 
the Raisins’ music. You, as one of the 
California Raisins, must traverse four 
different intricate areas in search of 
your music. Along the way, you'll col- 


=F G< 


lect notes (both black and 
gold). At the end of your 
journey is the worst of 
the whole Bunch, Alexan- 
der the Grape. You will 
have to contend with 
him—not to mention beat 
him—to retrieve the 
music, rescue the gig and 
| win the game. 

As you make your way 
through the _ levels, 
enemy raisins abound. 
They bounce on you, fly 
around you and try to look cooler than 
you do. You, on the other hand, are a 
nice lil’ raisin, armed with nothing but 
the ability to walk, jump and hurl hand- 
fuls of grape jelly at your opponents. (| 
suppose that was less violent than a 
cannon and grapeshot.) 

Sometimes shooting an opponent 
leaves something valuable behind (a bit 
of extra life for your life bar, for in- 
stance). Notes—parts of your 
music—can be found here and there but 
are sometimes invisible until you throw 
some jelly on them. 
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Trash all those other basketball 
cartridges! ULTIMATE BASKETBALL” 
captures all the thrills and intensity 
of a real full-court basketball game. 
You are in command; leading the 
court, making the plays, and 
scoring the points. 

Want close ups? Go for the 
slam or a 3-pointer and let the 
full-screen animation blow 
you away! 

When your men start 

to drag, you can substitute (ae | 
some fresh blood. ee 
It's all jam packed into ) 
one NES cartridge, 
pro-basketball 

at your fingertips! 
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just a spectator 





You control full court 
movement 
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Team up with a friend 
against the computer 


Pick your starting line-up 


» e American Sammy Corporation 


P 2421 205th St., Suite D-104, Torrance, CA90501 
. & @ PHONE: (213) 320-7167 * GAME TIPS: (213) 320-7362 






CIRCLE #131 ON READER SERVICE CARD. 





Be a part of the action-not 








See your shots-up close 
and personal 


LICENSED BY NINTENDO® 
FOR PLAY ON THE 


Nintendo 





ULTIMATE BASKETBALL™ is a trademark of 
American Sammy Corporation. Nintendo and 
Nintendo Entertainment System® are registered 
trademarks of Nintendo of America, Inc. 


Each level ends with a particularly 
difficult member of the Bunch, and 
when you defeat him, you get one of 
four golden notes. Collect all four notes, 
and then go on to face Alexander. This 
is truly a lesson in learning to deal with 
the wrath of grapes. 

Stylistically, the game has little to rec- 
ommend it. The characters are tiny and 
crudely drawn, giving the game a real 
childish, amateurish appearance. The 
entire world, while adequately varied 
with mazes, secret squares, shortcuts 
and little extra-credit bonuses, is also 
barely drawn, as if it were created most- 
ly with lines and fill patterns rather than 
the trees, pipes, bricks and 
other supposed background 
scenery. A game doesn’t stand 
or fall purely on the graphics, 
but these graphics are sad 
enough to detract from the ex- 
perience. 

The music is better. Thank- 
fully, the / Heard It Through 
the Grapevine theme doesn’t 
run through all four levels, oth- 
erwise the game would have 
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been intolerable—it does run endlessly 
throughout the entire first level, howev- 
er, aS you might expect. 

Grape and raisin jokes aside (how 
many did you find?), the game’s charac- 
ter is woefully overfamiliar, playing too 
much like a hundred other run-jump- 
and-throw games, with little personality. 
The graphics are third-rate. It may be 
too cute for adults and too hard for chil- 
dren, meaning there js a fairly difficult 
game in there, nonviolent too. But it 
seems as if it’s been rushed to market 
without thought for what people who 
buy games really want: interesting char- 
acters, new situations and experiences 
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and cool pictures. None of the above 
apply here. What this game lacks is a 
grape with appeal. 

—J.M. 
Capcom USA 
3303 Scott Blvd. 
Santa Clara, CA 95054 
(408) 727-0400 


Tricky Kick 


IGS 
For the TurboGrafx-16 ($48.95) 








With games such as Klax and Tetris 
proving to be popular, several compa- 
nies have decided to bring out their own 
puzzling creations. Tricky Kick is one 
such game. While not really similar to 
the aforementioned hits, it’s based upon 
an idea that may be familiar to 
some—moving and positioning objects 
in such a way that one may be knocked 
into the other, thus removing them from 
the playfield. 

The story behind Tricky Kick takes 
place long before written history, in a 
time when the world was full of crea- 
tures such as elves and fairies. A forest 
called “Meril” was a special place 
where young Oberon lived, friend to all 
the forest creatures. Unfortunately, an 
evil sorceress named Kymera found the 
forest and was overcome with jealousy 
at its beauty. In her rage, she put a curse 
upon Oberon and his offspring—they 
were doomed to be lost in a maze-like 
world full of awful creatures. They could 
not escape until they destroyed all of 
the creatures within the maze. 

Fortunately, Oberon’s family was 
blessed with a speciai, powerful kick 
known as—you guessed it!—tricky kick. 
This kick gave them the ability to clear 
their path of all obstructions and to 
slam their enemies together with such 
force that they would be destroyed. As 
an Oberon, it is your quest to dispel the 
curse upon the family name. 

While the story is only based upon 
the one character, Oberon, there are ac- 
tually six different scenarios based upon 
the same game scheme. The differences 
are in the appearance of the back- 
grounds and in the objects that must be 
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TRICKY KICK ™ AND SINISTRON ™ ARE TRADEMARKS OF IGS)", INC. 
IGS™ IS A TRADEMARK OF INFORMATION GLOBAL SERVICES 
CYBERCORE™ AND TURBOGRAFIX™ ARE TRADEMARKS OF NEC TECHNOLOGIES, INC. 
Information Global Services, Inc. 80 South Lake Ave., Suite 526, Pasadena, CA9}101 (818)440-0626 
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destroyed. Each character has ten 
rounds to clear, but they don’t have to 
be done sequentially—you may clear 
three for one character and then jump 
to a different scenario to work if you get 
stuck. All 60 must be cleared before you 
may advance, however. Advance? Yes, 
after the first 60, there is another set of 
60 that is yours to conquer. The second 
60 is accessible by typing in a given 
password, but only after you've beaten 
the first 60. 





Each character’s scenario begins with 
-a short graphic storyline, after which it’s 
time to get your brain in gear. Control of 
your character is simple; movement is 
along standard lines. One button is used 
to kick an object, and the other button is 
used to recall your last move (a handy 
option, believe me). The greater part of 
a round will probably consist of staring 
at the screen, trying to figure out what 
to kick first, where to kick it and looking 
ahead as much as possible to try and 
predict the outcome of each movement. 
Don't waste too much time, however. 
There is a time limit for each screen, 
and your score is partially based upon 
the time remaining when a round is 
completed. The lower levels of a sce- 
nario must be completed before the 
higher ones may be attempted, but a 
password feature is available so that 
progress made will not be lost. 

The object of each round is to move 
matching figures into a position so 
that they may be kicked at one anoth- 
er, at which point they will slam into 
each other and disappear. Players 
must be careful not to trap objects in 
corners or put more than two together, 
or the objects then become impossible 
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to move. While this may sound fairly 
easy, it is much more difficult when 
seen. Strategy and thinking ahead are 
the key, and even then, mistakes often 
require starting a round over com- 
pletely. (This can be done at any time 
by hitting RUN.) 





The game’s visuals and audio are 
okay. The graphics and sound aren't 
the backbone of the game—playability 
is. The challenge of some of the puz- 
zles contained within Tricky Kick will 
keep most people busy for quite some 
time. If you are looking for puzzle-solv- 
ing challenge, this game provides it in 
a nice package—difficult, but nice. 
With 160 rounds, even the most expe- 
rienced puzzle masters will find some 
challenge. 

—Brent Walker 
IGS 
80 South Lake Ave., Suite 526 
Pasadena, CA 91101 
(818) 440-0626 


Atomic Robo-Kid 


TRECO 
For the Sega Genesis ($49.95) 





OVERAL'| 


| thought | was bored with shoot-’em- 
ups. | mean, how many of these things 
do we need? How many alien invaders 
must we vaporize before everyone 
agrees that enough is enough already, 
time for something new? 

So, when | loaded up Atomic Robo- 
Kid, | heaved a sigh and prepared for 
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The Ancient World 
Needs A Few Good Men 


The Song Empire faces two dire threats. 
From within - Gao Qiu, the minister of 
War. Aman who has usurped the power 
of the throne from a weak, but just 
Emperor. His corrupting touch has in- 
fected every level of the Kingdom. Hon- 
orable men are hunted and exiled while 
the wicked are rewarded with positions 
of authority. 
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From outside the borders - The Mongol 
Horde waits for the perfect opportunity 
ese: to invade. But these are the days when 
wt git ae eA tigers walk as men. Join the band of 
gies oy outlaw heroes as they unite to defend 
the honor of the Empire from the evil 
tyranny of Gao Qiu and the might of the 
barbarian armies. 
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Bandit Kings available for NES, PC and Amiga. 





Battle Map 


Nobunaga's Ambition - Become a Daimyo warlord in 16th 
century Japan. Set in the brutal warring states period, the 
conflict begins as the Shogun has fallen. Your quest is to 
use military might as well as peacetime negotiations to 
unite the separate provinces. With the right moves, you 
can secure the command of the entire nation! 

Available for NES, PC, Amiga and Mac 12/90. 


KOEI's “HOW WELL DO YOU KNOW OUR HISTORY?" Sweepstakes 


Questions: 

1) Genghis Khan's greatest claim to fame was? 

(a) a quick temper (b) the hit single "I feel for you!” (c) a bad smell (d) carving out an empire streching from 
China to Europe in the 12th century 

2) What famous gang defeated the evil minister Gao Qiy and restored peace to the Song Empire? 

(a) Hole in the Woll Gang (b) Bandit Kings of Ancient China (c) Gang of Four 

3) What was the epic describing the power struggle at the end of China's second Han Dynasty called? 

(a) Romance of the Three Kingdoms (b) | Ching (c) Godzilla 

4) Who terrorized and almost succeeded in unifying Japan in the 16th Century? 

(a) Cowabunga (b) Nobunaga Oda (c) Godzilla 


Romance of the Three Kingdoms - As a Warlord of the 
2nd century China, you must restore a shattered Empire. 
Gather the bravest warriors of the land to build up your 
armies. Use strength and strategy to destroy your enemies 
and claim the power to govern all of China. 

Available for NES, PC and Amiga. 


Genghis Khan - Become the greatest warrior the world has 
known. Through battles and allegiances, forge the mighty 
Mongol Horde. With armies at your command, the empires 
of the world are tempting targets. Fight bravely to achieve 
the ultimate goal of world conquest. 

Available for NES, PC and Amiga. 





IBM & Amiga are registered trademarks of International Business Machines Corp. & Commodore Amiga Inc. 





Nintendo and the Nintendo Entertainment System are registered trademarks of Nintendo of America Inc. TM 
designates trademark of KOEI CO., LTD. 
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5) What type of game does KOEI make? 

(a) simulation (b) historical (c) educational (d) entertaining (e) all : the above (f) none of the above 
6) "KOEI, We the past, you make the 

(Fill in the blanks 


Official Rules- NO PURCHASE NECESSARY 


How To Enter: On a 3x5 piece of paper, print your name, address, zip , age and the answers to the six 
questions listed below. Answers to the questions may be found within the ads, on actual game boxes or from 
someone who is familiar with the game. All entries must be postmarked no later than February 15, 1991. Send 
entries to: KOEI CORPORATION, 1350 Bayshore Highway, Suite 540 Burlingame, CA 94010 


Every month (November 1990-February 1991) 40 winners will be randomly drawn from all entries having 
the correct answers. These winners will receive a KOE! Game Player's T-shirt (approx. retail value $12). After 
oll entries are received (postmarked no later than February 15) 50 more prizes will be awarded to winners 
randomly drawn from all entries having the correct answers. These winners will receive a KOEI Game, choice 
of title (approx. restail value $65). One grand prize winner will be chosen and awarded Sony's HandiCam 
(approx. reatil value $1,000). Odds of winning depend on number of vaild entries received. Judges decision 
is final. Not responsible for lost, late or misdirected, incomplete or illegible entries. Winners will be notified 
by mail. Total approximate retail value of all prizes $5,000. Sweepstakes open fo U.S. residents except 
employees and families of KOEI Corporation, Lid. All prizes will be awarded. Limit one prize per household/ 
family. No substitutions or cash equivalents. Taxes, if any, are the responsibility of winners. Sweepstakes void 
where prohibited, taxed or restricted. Winners agree to the use of their names and likenesses for publicity 
ond advertising purposes without additional compensation or permission. For winners list, send a SASE to same 
address. Available after March 1, 1991.) 
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KOEI CORPORATION One Bay Plaza, Suite 540 1350 eee 
Bayshore Hwy. Burlingame, CA 94010 (415) 348-0500 
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We Supply The Past, You Make The History 
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boredom on a par with watching reruns 
of The Love Boat. Another scrolling trek 
through blastathonland. Sigh. But to my 
surprise, | found that even though 
Atomic Robo-Kid is a shooter, it’s also 
somewhat of a puzzle game. Having a 
lightning-like trigger finger is a plus, of 
course, but finding the right moves to 
get past obstacles and defeat enemies is 
also a large part of the challenge. 
What's more, the game doesn’t employ 
the forced scrolling that’s so typical of 
shooters. You can move forward (and 
backward) at will, planning your shots 
and maneuvering for the maximum ad- 
vantage. 

In addition, not all levels are in the 
usual horizontal or vertical strip orienta- 
tions. A level (or “act” as they call them) 
may be a small room with a single 
enemy firing from behind some sort of 
obstacle. 

Many types of enemies and obstacles 
grace the corridors and rooms of Atom- 
ic Robo-Kid, although they are not as 
varied as in some shooters. Some ene- 
mies zip through the air, firing like 
demons. Other enemies are permanent- 
ly affixed to the walls and ceilings. Even 
the walls themselves may hide secrets. 
For example, some stone blocks can be 
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take full advantage 
of the Genesis’ 


capabilities. 


disintegrated by your laser fire, reveal- 
ing hidden passages. 

When shot, certain enemies release 
icons that you can scoop up to get addi- 
tional weapons. Any weapons you grab 
are shown at the top of the screen and 
are available any time by pressing the 
“B” button on your controller. Unfortu- 
nately, when you get shot, you lose the 
weapon you're using—great incentive 
to stay out of trouble! 

Weapons include a basic laser, a fire 
blaster, missiles and three-way lasers. 
Certain weapons are more effective in 
some areas than others. For example, 
the three-way laser is terrific for cream- 
ing enemies above or below your for- 
ward line of fire. 

On most 
levels the 
graphics 
are out- 
standing, 
taking full 
advantage 
of Genesis’ 
simulated 
three-di- 
mensional 
displays. A 
few boss 
creatures 
are really 
extraordi- 


nary, huge, detailed machines with 
twisting arms and blinking lights. As 
good as the graphics are, the music is a 
major disappointment. The word 
“cheesy” comes to mind. 

In summary, Atomic Robo-Kid, with 
its top-notch graphics and captivating 
game play, is a shoot-’em-up worth 
your attention. It offers little that’s new, 
but manages to combine several 
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| THE EMPEROR'S a 
> PROBLEMS HAVE 


ieee, JUST DOUBLED 
Capital city. With his army of followers, 


he has constructed a fortress that has 

withstood all armed resistance. 
° His forces have crushed all op- 

position. Yet, he is worried... 








Out from the shadows, two 
figures appear. Moving as si- 
lently as ghosts, they stalk the 
war zone. Garuda knows and 
fears these invaders, for they 
are Ninjas- the world's most 
dangerous warriors. 





Join the Ninjas on their mission 
1Come)Y(-1 aa] ce)wamdal-m=\1/1 m=) 00] 0210016 
and destroy his empire from 
within. 


e Uncover hidden weapons 
to increase your power. 


e Master the hidden arts of 
Ninjitsu to defeat the enemy. 


e Two Ninjas, Two players, 
Too Much! 





Nintendo and Nintendo Entertainment System 
are trademarks of Nintendo of America Inc. 


© 1990 NATSUME INC. 
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themes to form a game that’s not run- 
of-the-mill. 

—C. W. 
Treco USA 
2421 205th St., Suite D-104 
Torrance, CA 90501 
(213) 782-6960 
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BULLET-PROOF SOFTWARE 


For the Nintendo Entertainment 
System ($49.95) 





Ever since the release of Jetris a cou- 
ple of years ago, Soviet programmers 
Alexey Pajitnov and Vladimir Pokhilko 
have been riding high on the subse- 
quent success of this innovative game. 
Their follow-up, Well/tris, was merely a 
3-D sequel to the original Tetris, some- 
what complicating a concept that was 
praised for its simplicity. Now there’s 
Hatris, their fourth “-tris” title. In Tetris 
and Welltris, the object of these games 
involved the manipulating and stacking 
of geometric squares or cubes. With Ha- 
tris, Pajitnov and Pokhilko don’t really 
stretch this basic idea far: This time you 
stack hats. 

The setting is a hat shop. A pair of 
hats drop from the top of the screen and 
must be stacked on two of the six heads 
below. As the game progresses, the ob- 
ject is to stack hats onto others of the 
same type. The places of the two falling 
hats can be swapped, if necessary. If 
five in a row are stacked in this way, the 
hats will automatically be removed and 
points awarded to your score as cash 
earned from a “sale.” Points are dou- 
bled when two stacks of five hats are 
formed at once, which is referred to as a 
“hatris.” 

The hats that drop are a random 
combination of any two of six hat 
types: a top hat, baseball cap, cowboy 
hat, bowler, wizard’s hat or royal 
crown. A window indicates what hats 
will be descending after you stack the 
present pair, but you’re never sure 
what combination the upcoming hats 
will be. Like its predecessor Jetris, the 
object of Hatris sounds easier than it 
really is. With the random hat pairs, 
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many times you'll be forced to stack 
hats that are not alike atop one anoth- 
er. This causes the hats to pile up 
quickly, and if a stack of hats reaches 
the top of the screen, the game ends. 
The idea is to keep these piles as low 
as possible by stacking five of the same 
in a row. Do this successfully 25 times, 
and you'll be advanced to the next 
stage, where the hats fall faster. Finish- 
ing ten stages will take you to the next 
shop. Not only does the speed increase 
even more here but the combination 
and number of hat types does too. Ten 
stages and six shops are available, any 
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one of which may be selected to start 
the game. 

In what has to be one of thie oddest 
displays of video narcissism, on-screen 
alter egos of Pajitnov and Pokhilko are 
available to help you out. The creators 
of Hatris are depicted as cartoony cCari- 
catures. Stacking five certain kinds of 
hats five times will earn you a “helper,” 
represented as the face of either Pajit- 
nov or Pokhilko. Using one of your Pajit- 
nov helpers will enable you to make 
Alexey Pajitnov remove up to five hats, 
thus, lowering hat piles. Vladimir 
Pokhilko will switch around the places 
of two piles of your choice. 

Stage- and shop-selection functions 
are similar to the level choices that can 
be made on Tetris. Graphics are sub- 
stantial—without being too flashy nor 
overly simplistic. In addition, subtle 
niceties have been added to keep the 
pace of the game going. The heads 
change into a different face after every 
completed stage. An option has been 
provided that will accelerate the speed 
of all the stage and shop levels, 
heightening the difficulty for expert 
players. 

Though Hatris doesn’t look at all like 
Tetris, its game play—switching and 
stacking descending objects—will re- 
mind you of it. Of course, there will 
probably never be a worthy successor 
to Tetris; Hatris definitely isn’t it. Alexey 
Pajitnov and Vladimir Pokhilko have not 
created anything really original here. 
But what they have done is made a 
unique wrinkle to the basic premise be- 
hind TJetris—and a very playable one at 
that too. 

—H. H. W. 
Bullet-Proof Software 
8337 154th Ave., N.E. 
Redmond, WA 98052 
(206) 861-9200 


Veigues Tactical 


Gladiator 


NEC 
For the TurboGrafx-16 ($61.99) 





If the current crop of space-based 
video games is any indication, the world 
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of the future will be a deadly place to 
live. As Veigues, you have been given a 
formidable, but familiar task—save all of 
mankind. 

In 2321 AD, in this futuristic world, 
the Earth was invaded by mysterious 
aliens who appeared from the depths of 
the cosmos. Entire populations were 
wiped out, and the Federation’s army 
was whupped! It is now 2324, and sci- 
entists have gained a glimpse into the 
alien’s technology thanks to a weapon 
that has been captured. They have man- 
aged to outfit you with the Veigues 
fighting machine, with which you must 
launch a counterattack in an effort to de- 
feat the aliens. 

Veigues is represented by a large 
robotic character of sorts, not unlike 
the Transformer type you may be famil- 
iar with. Although your robot doesn’t 
turn into a toaster or some other such 
nifty device, he is equipped with a few 
powerful weapons. On one hand (your 
left one), you have a “field punch,” a 
punch in the direction that you are fac- 
ing that does moderate damage if you 
manage to connect. There are six dif- 
ferent levels for this weapon, and each 
increase improves the range of your 








punch. The second weapon is basically 
a “beam gun” that allows you to shoot 
to the right or left, again depending 
upon your direction. 
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AND IF YOU THINK YOU STAND A 


Evil rules the land. Destruction is everywhere. 
You're Prince Sirius. You know there's only one way 


to bring peace to your kingdom. Fight like there’s no 





tomorrow. But you must face the most formidable 
opponents you've ever seen. Like this mega boss 
that the evil Prince Zach actually hides inside. Swing 


TURBOGRAFR® 


TurboGrafx'"16 and Legendary Axe™ Il are trademarks of NEC Technologies, Inc. 
Game copyright ©1990 Victor Musical Industries, Inc. ©1990 RED/ATLUS 
© 1990 NEC Technologies, Inc. 


Manufacturer's suggested retail price for the TurboGrafx-16 system is $159.99. 
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quickly or become chopped liver. 

Down in the Crypts of slime, you'll find a 
serious serpent. His fangs can give you the kiss of 
death. In this game, the bosses are bigger and more 
vicious than ever before. One word of advice: Walk 
softly and carry a big axe. 


TueeePag | 








There are six different types of 
guns, varying from laser to plasma 
and differing in their destructive 
strengths. They are given automati- 
cally between rounds and can’t be 
dropped or lost. An “energy vulcan 
gun” is also strapped to your chest, 
which may be aimed in any direction. 
This weapon is particularly useful for 
wiping out enemies that move along 
at ground level. There are only three 
power levels for this weapon. 

For defensive measures, “shield 
packs” are available that will absorb a 
hit and slowly recharge themselves 
over time. Up to six packs may be ac- 
cumulated at any one time and are 
only used up when damage pushes 





the damage indicator to zero. If this 
happens, that shield pack is lost, and a 
fully charged replacement kicks in. 
Once your shields have failed, your 
body armament is vulnerable to dam- 
age. If your head is blasted off, you 
may continue to fight, but without 
your radar. You may also lose either or 
both of your arms, after which system 
damage causes you to self-destruct. 
By building up your “vernier energy” 
power, jumping ability may be in- 
creased to the point where you will ac- 
tually be able to fly for a short period, 
which is also useful defensively. Last- 
ly, you are impervious to damage 
when changing direction, and while it 
may sound strange, it may be the only 
way to make it through some areas 
alive. 

Your mission is simple—make it 
through ten different areas in order to 
reach the enemy’s headquarters and 
defeat them. Your battles will take 
place in many different locals. Be pre- 
pared to dodge flying fireballs, wade 
through lakes and jump over blistering 
lava pools, all the while trying to blast 
the aliens and dodge their returning 
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fire. Your enemies will come from the 
sky, land, water and from any direction. 
The “3-D Searching Radar Window” 
will indicate the direction your next at- 
tack will be from, as long as your head 
is intact. The “Alarm Message Win- 
dow” is helpful in indicating injury sta- 
tus and other enemy energy sources, 
as well as displaying the area that 
Veigues is currently traveling through. 
Two bar graphs display your remaining 
shield and vernier energy, both of 
which recharge at different speeds. 

When an area is completed, several 
things take place. You are awarded 
bonus points for shield strength re- 
maining and for the number of ene- 
mies wiped out in that round. This 
last statistic is very important. The 
number of power units that are used 
to build up your abilities is directly 
proportional to the number of enemy 
dead. If you sandbag through a 
round, don’t expect many units! If it’s 
applicable, a better beam gun is pro- 
vided, and you are given the opportu- 
nity to increase the power of any of 
your weapons or your vernier (jump- 
ing) ability or rebuild your shields. Af- 
terward, it’s off to battle once again! 

While this game is based upon a fa- 
miliar theme, it does it justice. The 
graphics are nice, and the back- 
grounds are varied and interesting to 
look at. The heavy, metallic clumping 
of your feet as they hit the ground is 
great, as are other sound effects. While 
a two-player option would have been 
nice, as well as a continue feature, the 
game play makes Ve/gues a solid, fun 
game. The first couple of rounds are 
fairly easy, but don’t worry; later 
rounds will keep you bouncing on your 
robotic toes. 

—B. W. 

NEC Technologies 
1255 Michael Drive 
Wood Dale, IL 60191 
(708) 860-9500 
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e Of dice shooting suze You’ ll need sharp wits and quick 
fingers to master its simple t ense technique. Shoot at pis ad of dice descending down 
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©1990 HOT-B CO., LTD. PALAMEDES™ is a trademark of HOT-B USA, Inc. 
1255 Post St., Suite 1040, San Francisco, CA 94109 (415) 567-9501 
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ven the best 

player has trou- 

ble with a game 
now and again, but 
where can you turn for 
help? VioeoGames & Com- 
PUTER ENTERTAINMENT has 
designed Tip Sheet to 
give you, the reader, 
answers to questions 
such as “How do | 
defeat the end boss on 
uy 


this level?” or ve 


looked everywhere, but 


| can’t find the blue 
vase.” So if you’re hav- 
ing a problem on a 
game, write to us, and 
our group of experts 
will do everything they 
can to solve it. Send 


your letters to 


VG&CE, 

9171 Wilshire Blvd., 
Suite 300 
Beverly Hills, CA 
90210 
Attn: Tip Sheet 








| purchased the Mindscape version 
of Indiana Jones and the Temple of 
Doom, for the NES, about six months 
ago and haven't seen the end. Have 
you got any Easter eggs, tips or secret 
password screens for this game? 
—Diego de Fuentes Ceballos 
Col. Bosques de la Herradura, 
Mexico 


There are no passwords for |Indy 
but there are secret warps that will 
take you to various waves, even as 
high as Wave 9. To get to the door that 
will warp you there, enter the hidden 
door found in Wave 1 (throw a bomb 
against the wall where the arrow is 
pointing). This will take you to Wave 
S2. From there, work your way to the 
spot indicated by the photo marked 1, 
and make a jump diagonally down 
and left to the conveyor belt. Once 
you're on the conveyor belt, you can 
either make a jump to the right (this 
will allow you to get all the children 
for a 10,000-point bonus) or you can 
jump to the left (which is the easier 
jump of the two). Then, shoot the 
skull to expose a ring and throw a 
bomb to get rid of the spikes. You'll 
then have a clear path to the door to 
Wave 9. 

The most important thing to 
remember on this wave (S2) is to 
collect all of the map pieces. Of the 26 





You can warp ahead and get extra 
men easily in Mindscape’s Indiana 
Jones and the Temple of Doom. 


maps you need for Wave 10, 25 can be 
found in Wave S2. The last one is 
found in Wave 9. When you get to 
Wave 9 you can gain a lot of extra 
men because of the way the conveyor 
belts are set up. Try to get all three 
Thuggee guards going up the same 
belt, and whip them as shown in 
photo 4. This is something that can be 
done repeatedly. But be careful: Do 
not get 128 men, or your game 
automatically resets. This is an 
unfortunate bug in the game. 

As soon as you enter the door 
completing Wave 9, you'll be shown a 
map. Copy this map. It will lead you to 


continued on page 90 
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Here's the deal. We've got a test 
called the G.A.T. The Genesis Aptitude Test. 
Answer questions 1 through 7, send in your answers 
on a piece of paper with your completed 
entry form, and you could win 3 new Genesis titles 
from Electronic Arts. 


Sharpen your minds and begin... 





G.A.T. QUESTION a" 


».\ 






BUDOKAN THE \ 
MARTIAL SPIRIT” : 
FEATURES KARATE, BO, 


NUNCHAKU, ANDKENDO. = \ |. 
EACH MARTIALARTHAS§ =. i, 
OVER __ UNIQUE MOVES: wy 














G.A.T. QUESTION # | 







WHICH DISASTER 
CAN'T YOU UNLEASH, 4 


B. 
. Whopping great 


. Oozing, pestilential 


. World-wide acne epidemic 






THE ONLY THING YOU 
CAN'T MAKE YOUR 
PLAYERS 00 Is: 


A. 


B. 
C. 
. Dive, spin, jump, break 


% 
sa 
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Catastrophic earthquakes 
Erupting volcanoes 


cataclysmic floods 


swamps 


G.A.T. QUESTION #3 


@ IN JOHN MADDEI 
@ FOOTBALL; 


Call 100 different pro plays 
from John Madden's playbook 


Hit hard, hit often, hit mean 
Sell popcorn at the game 





tackles, and call audibles 


. Tough it out in the mud or 


snow to win Super Sunday 


AND THE NBA’  —_— \ WEAPON IN 
YOUCANMASTER: “00 OF SODAN’: 






A. Michael Jordan's awesome _. Moe = : : A. Facial 
air reverse slam laa Ns, = BL Killer parakeet 
Charles Barkley's monstrous \ ie ; C. Industrial strength chainsaw 
gore our eo ee D. Small to medium-sized 
Isiah Thomas’ slashing drive thermonuclear device 





and finger-roll 


Clyde the Glide’s ferocious 
tomahawk jam 


All of the above 


E. Rubber chicken 








G.A.T. QUESTION G6 








BATTLE WEAN 
SQUADRON IS: » GOLF" 

A. An underwater chess game PLAYERS OVERCOME 
requiring wit and a large OBSTACLES UKE: 
lung capacity , bo. a 

B. Two Sopwith Camels and a Jf») ae Land mines, hot dogs} and 
Messerschmidt fighting a IG ee sia swamp shrews 
horde of locusts | sla gle Lasers, hamburgers, and 

C. A World War Il simulation . a moving holes 
with genuine film footage 3 Gravity, relativity, and math anxiety > 

D. A rapid-fire space combat Terrorists, aliens, and dingo 

_ game with bodacious gra smugglers 





Adolescence, socialization, 
and genetic inheritance 
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BE A GENESIS QUIZ WIZ: 


WIN THREE GENESIS GAMES 


Just fill out the G.A.T. quiz and mail it (postmarked) before February 14, 1991. 
All G.A.T. quizzes with 100% correct answers qualify for a drawing to win 
the next 3 of these 4 Genesis releases from Electronic Arts: 


CENTURION: —Rise from centurion to mighty Caesar as you conquer the 
DEFENDER OF — ancient world. Spectacular graphics and a unique blend 





‘ 3 ee So gat ame Bee ee ee | ee ny ROME™ of role playing and strategy make a-great cinematic 
Rr Se | frien Se : adventure. 
pe ee OS oe ee a ee te : PGA TOUR® —Feel the pressure of competing with 60 PGA TOUR pros in 
af [see ee Ke GOLF real PGA TOUR tournaments and courses. The best of live 
ees Dass Fics i action TV plus the most accurate, addicting golf simulation. 
| ee OR, iat Sean ROAD RASH ™ —A daring, no-holds-barred, superbike road racing challenge. 
| j é see x Bx pe f ye aes pee Knee-dragging danger. Anything goes—even the rules! 
Armia SHES veg J Be ee, @ ge sae DARK —Battle evil dragons, whipcracking henchmen, and mighty 
- a } ey ae ie o CASTLE™ wizards in a heroic quest to slay the Black Knight. 
Hess Si Ae | ee 
te ae YN ee Name 
* Address Apt 
City State Tip 
a ev 
Phone T-Shirt Size 


Send completed G.A.T. Quiz to: 
G.A.T. Quiz, Electronic Arts, 1820 Gateway Drive, San Mateo, CA 94404-2497 
| would like to be a Genesis game advisor for Electronic Arts. Give me a call sometime. 


Sega and Genesis are registered tademarks of Sega Enterprises Ltd. Populous, Budokan 
the Martial Spirtt, Lakers versus Celtics and the NBA Playoffs. Zany Golf, and John 








Madden Football are tademarks of Blectronic Arts. Sword of Sodan is a tademark of ——— 
Discovery Software International, Inc. Dark Castle is a trademark of Silicon Beach —————————— 
Software. Employees of Electronic Arts, their agencies or affiliated companies are SSS 
not eligible. Winner will be notified by mail 


ELECTRONIC ARTS® 
Visit your retailer or order by phone with VISA/MC. Call 1-800-245-4575 
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the hidden door to Wave 11 (there are 
12 waves in the game). There are six 
different rooms in Wave 10, but with 
127 men, I’m sure you will be able to 
find your way. 


In Ghostbusters for the Sega 
Genesis, I’ve found it impossible to 
defeat the boss ghost in the final case, 
“Deep Hole.” Can you please give me 
some tips on how to defeat the boss 
ghost? 

—James Lee 
Lincolnwood, Illinois 


Obviously, you 
want to try to get 
to the final case 
with as many 
continues as 
possible. One of 
the first things 
you want to do is 
get as much 
money as you can 
by entering the play area and 
opening the chest, exiting the 
playfield, then re-entering. The 
chest will return unopened, and 
you'll obtain more cash. 

To defeat the final boss, 
“Janna,” use the three-way, 
wait for her to stop flashing, 
then begin firing 
so that the center 
shot hits just 
below the heart. 
When she 
eventually throws 
the heart, you can 
move back a little 
to avoid it by 
walking or 
ducking 
underneath it. Resume firing, 
but this time shoot for the face. 
Janna will then throw a dagger 
at you. All you have to do is 
duck down, wait for the dagger 
to return and start firing on the 
heart again. Repeat this 


sequence until the headpiece Rie 


begins to float and one of her 
arms falls off. At this point, the 
headpiece will float back and 

forth on the screen, throwing 
daggers at you along the way. 
Hopefully, you’ve used your three- 
way wisely and will have some 
energy left to use the three-way on 
the skull at the top of the headpiece, 
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in Sega’s Ghostbusters isn’t as 
hard as it first appears. 


which is the target this time. After 
defeating the second Janna, you'll 
receive the Storms’ Calm and the 
game will end. 


I'm having trouble with the FCI 
game Ultima Exodus for the 
NES—trouble with a capital “T.” | want 
to ask where the mysterious town 
called Dawn is, where the silver and 
gold picks are and what do the picks 
do? I'm also having trouble locating all 
the marks and cards. This is probably 
the toughest game I've played so far. | 
hope you can solve this puzzling game 
and answer my questions. 

—Joe Vongdaraxay 
Marlboro, Tennessee 


The clue telling you the 
exact location of Dawn is 
pe in Lord British’s castle. If 
m™ you go behind the door 
| with the guard in front of 
it, you'll eventually find a 
man standing in a pool of 
lava (the 
red stuff). If 
you have 
the Mark of 
Ar, Fire, you 
Wage can walk 

ma across the 
lava and 
talk to the 
man. The 
location is seven steps 
west and 35 steps south 
from Lord British’s castle. 
| Once you get to that 
mi location, press the “B” 
wa button repeatedly until 
you have two new (or no) 
moons showing. 

The silver and gold 
picks are 
used to 
obtain the 
mystic 
sword and 
Leia «the mystic 

Waaed armor. The 

aeee silver pick 





ae can be 
j | found ina 
Defeating the final boss ghost treasure 


chest on the 
eighth floor 
in the Cave 
of Death, which is due north of Lord 
British’s castle. The gold pick can be 
found behind the counter of the guild 
shop in the town of Dawn. You'll have 
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FCI’s Ultima Exodus is an intricate 
game, but it’s not impossible to beat if 
you discover all the clues you need. 


to use the command “GET,” but if 
you're caught “stealing” the chest, the 
guards will come after you. It'll help to 
have plenty of Sands of Time with you 
for this one. 

The mystic sword and armor can 
both be found on two tiny (and 
separate) islands in the ocean. And, 
yes, you can use the picks as many 
times as you need until you find the 
mystic items. All the marks can be 
found on the eighth floor of the caves, 
though some can be found on floors 
higher than that. 

The easiest one to get to is the 
Mark of the King; you can find that 
one on the first floor of the Cave of 
Gold as well as on the eighth floor, 
along with the Mark of Fire. The Mark 
of Fire can also be found in the Cave 
of Sol, not too far from the Mark of the 
Snake. This is also the only place 
where you can find the Mark of the 
Snake—both are on the eighth floor. 
You must have the Mark of the Snake 
(and the Silver Horn) to get by the 
giant serpent guarding the entrance to 
Exodus’s castle. 

The Mark of Force can be found on 
the eighth floor of the Cave of Fire 
and Cave of Fools. You need this mark 
to walk over the blue force fields, 
which look like water. The cards can 
be found in the Shrines of Ambrosia. 
Once in a shrine, at the counter next 
to the priest, pray and you'll receive 
one of the four cards. The cards are 
used to defeat Exodus himself. 

Good luck! & 
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BEAT THIS GAME? 


YOU THINK YOU CAN 


YOU AND WHAT ARMY? 
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Tips are graded on a scale 
of one to five joysticks. The 
more joysticks that are col- 
ored in, the more valuable the 
hint. 


Blow the dust off those old 
games, and try out some of 
our new hints! If you have 
some great hints and tips for 
us, just put them on a piece of 
paper, and send them to 
VG&CE, 9171 Wilshire Bivd., 
Suite 300, Beverly Hills, CA 
90210, ATTN: Easter Egg 
Hunt. The author of each new 
tip we use will receive $10. 
Write neatly and be sure to in- 
clude your name and address! 
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AN ARMY OF NINJA SPIRITS WOULD BE YOUR BEST BET. 


Right before your very eyes, your father has 
: f 4 
| ; . 3 Bae 
a 


been murdered. You must seek revenge. You're 


Moonlight, the avenging Ninja. 





When you meet Asura the Guardian Diety of 
the Temple, jump, slash, and swing like a madman. 


He's the long arms of the law. 
You won't get far without an army of Ninja spir- 





You can't fight the dark side alone. You need 
its at your side. Remember: It’s up to the dead to 


help from Ninja spirits to defeat the evil that awaits. 
keep you alive. 


Avoid the Two-axed ogre, or you're sliced bologna. 
(( i) \) 
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Ninja Spirit™ is a trademark of IREM Corp. Game copyright ©1990 IREM Corp. 
TurboGrafx'“16 is a trademark of NEC Technologies, Inc. ©1990 NEC Technologies, Inc. 
Manufacturer’s suggested retail price for the TurboGrafx-16 system is $159.99. 
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- Cyberball 


TENGEN FOR THE GENESIS 

22, 2,8,3. 

Here are the passwords for the San Francisco Hitmen. The passwords include the whole season (from vig — to the 19th week) | 

| and an “ending” code. These codes were sent in by Strider Prime, of Daly City, California. | 
| 2nd week - UBBB B7VV LFVX 3rd week - UVBB BXVX LFOX 
5th week - UIBB BXIS OF8I 6th week - ULBB B5PS OF98 
8th week - UMBB B5PS OFAX 9th week - UOBB B5PS OF81 
11th week - UCBB B5PS OFLI 12th week - U7BB B5PS OFSX 13th week - U4BB B5PS OFRI 
14th week - URBB B5PS OFHX 15th week - UTBB B5PS OFFI 16th week - U8BB B5PS OFBI 

17th week - UZBB B5PS OFDI - Playoff Series 18th week - UUBB B5PS OFfl - Playoff Series 19th week - U5BB B5PS OF 3X - Playoff Series 


Ath week - UXBB BFVI LFCX 
7th week - UKBB B5PS OFMI 
10th week - UFBB B5PS OFNX 


ahi UJBB BSPS OF4I 


Bubble Bobble | 


FOR THE ROMSTAR ARCADE GAME 


Here are some great Easter eggs for the arcade classic. All | | | 


three of the eggs below should be done on the Player 1 controls: 
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NEC For THE TG-16 
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For a stage select, 


during the title screen, 


Let the demo screen repeat twice, and without any credits in | | x 


the machine, during the title screen, press the one-player button, 


Jump, Bubble, Left, Right, Jump and the one-player button. This | 


will give you Super Bubble Bobble. 


VV Vv VY 
A 


To return to the original game, during the title screen press | 


Bubble, Jump, Bubble, Jump, Bubble, Jump, Right and One Play- 
er. This will also open a secret room that will allow you to warp 
to Rounds 20, 30 and 50 by going through a silver door and 
| Round 72 by going through the gold door. 
| eye 9 0 

coches 
During the title screen, press Left, Jump, One Player, Left, 
| Bubble, One Player to get an awesome array of firepower. 


press Il, I, Il, Il, 1, ll, SELECT 


| and then RUN. You'll see 
4 the stage select at the bot- 


tom. You can . ae up to Stage 3, but for Stages 4, 5 
| and 6, you must press and 


hold the SELECT button as 


|| you flip through the 
| stages. 


kn 
To see a_ special 


| | message, press either I, Il, 


| I, 1, SELECT, RUN, or I, Il, 


| | 4d, SELECT, Hf Tt. 


Columns 


SEGA FOR THE GENESIS 
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g 


vy 


ed ed ed 
In the game Columns, if you successfully 
7 score enough jewels, a magic colored jewel 
t will appear. If a column is about to reach the 
top and a colored jewel appears, place the 
colored jewel on top of the column, making 
sure part of the colored jewel is off the 
ey screen. If any match is s made, the $6 disappear, but any port of the magic es that 
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‘THIS GAME IS RATED X. 


Xciting adventure! . ==. 
Xceptional graphics! Xcellent sound!. 


Konami’ and Image Works™ bring the xhilarating big screen xperience 
of Back to the Future II to your home computer —and the entire family. 

As Marty McFly, you must trek through time to retrieve the sports 
almanac or else your yet-to-be youngsters will be doomed to a frightful 
future. Each of the five time warped levels recreates key scenes from the hit 
movie in authentic detail. You'll have to keep your son out of the slammer. 
Race through dangerous Hill Valley and recover your DeLorean. And that’s 
just the beginning. We've packed your mission with unrelenting oafs and 
obstacles including Biff, Griff and their gang of muscle-bound melon 
heads. But don't rely on your martial arts moves alone. 
Because during the frenzied flight through time, strategy 
comes into play as you try to rescue Jennifer and attempt to 
solve the baffling high school dance puzzle. 

So grab a tub of hot buttered popcorn and take the 
fun of the film to its xtreme. Get Back to the Future II today! 

Free inside every package! Genuine Back to the 


Future II sports cap like the one Marty wore in the movie! | @ 
Available on Amiga; MS DOS and compatibles, Tandy’ and f 
@eliiiilele(ole nL APs ep 


Supports Ad Lib)’ Roland™ and Tandy’ Sound Boards. 



























¢ 1989 UCS & Amblin. ¢ 1990 Mirrorsoft. All Rights Reserved. 

image Works is a trademark of Mirrorsoft Ltd. 

KONAMI is a registered trademark of Konami Industry Co., Ltd. ¢ 1990 Konami Inc 
» All Rights Reserved. Konami (708) 215-5111 
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: Rick! Look out! 


: Yahhi! 


You gotta hit 


them from above, like 
this! You ought to 
play your Game Boy 
more, instead of 


hanging around with 
girls. 


RICK: How about 
instead of homework? 


—FROM GAME Boy, No. 1, 
PUBLISHED BY VALIANT 
@eee002020200000086868686 

ALL TEXT EXCERPTS AND 
ILLUSTRATIONS 
REPRINITED WITH 
PERMISSION 
~ ©1990 VOYAGER 
COMMUNICATIONS 
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1U | sed to be when you wanted to 
read a “Nintendo comic” you would 
pick up the latest issue of Nintendo Power 
and check out the adventures of Nintendo 
spokesman Howard Phillips and his 
sidekick Nester, the ineffectual kid who 
was always the subject of physical abuse 
and humiliation. Nowadays, you can also 
select from a mini-library of comic books 
based on NES characters. Published by 
Valiant, these titles are headed by Jim 


Shooter—better known as Marvel Comics’ 
editor-in-chief from 1977 to 1987. Marvel 


Comics (for the benefit of those who have 
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lived in a cave for the last couple of 
decades) is the largest comic-book 
publisher and distributor in the nation, 
along with its worthy competitor DC 
Comics. The Incredible Hulk, Captain 
America, Spider-Man and the X-Men are 
just a few of the notables within Marvel's 


In 1987 Shooter left his prominent 
position with Marvel. After freelancing for 
several months, he returned early last 
year to helm Voyager Communications’ 
new comic-book division, Valiant. The 
impetus for the formation of Valiant was 


















producing comic books for mass-media 
markets, something that greatly appealed 
to him. 

“The comic-book industry has become 
collector-oriented,” laments Shooter. He’s 
not entirely wrong about this. A majority 
of comic-book titles are sold only through 
the more than 4,000 comic book stores in 
North America. Many buyers are 
collectors, who often purchase numerous 
titles on the assumption that certain issues 
will be “worth something” someday. Early 
issues of popular titles and books written 
by a known writer and/or illustrated by a 
famous artist can indeed fetch a high sell- 
back price. 

The likelihood of this happening, 
however, is as chancy as speculating on 
the stock market. Like other hobby- 
collecting businesses, the comic-book 
industry over the years has become more 
directed toward a specific buying 
audience, the members of whom are often 
referred to as “fanboys.” In addition— 
and this particularly irks Shooter—o few 
publishers have stimulated this speculation 
by limiting the circulation number and 
distribution of their titles. 

The solution to all of this? Market comic 
books to the mass media, the way it was 
done throughout the ‘30s and ‘60s, the 
“Golden” and “Silver Age” of the comics 
industry, respectively. To accomplish this, 
and to do it easily right off, Valiant elected 
to produce comic books based on 


99 


properties already familiar to a large 
number of the buying public. Yet the subject 
they picked hasn't fared well historically in 
the comic-book format. 

Video games as comic books aren't new. In 
the early 1980s, DC Comics launched Atari 
Force after special, pocket-sized editions of 
the book distributed in boxes of new Atari 
2600 games received positive response. That 
enthusiasm carried over into the monthly 
comic but waned after a couple of months. A 
little over a year later, the adventures of the 
spacefaring Atari Force unceremoniously 
came to a close. Even more inauspicious was 
The Adventures of Bayou Billy, published by 
Archie Comics, the same folks who bring you 
the plethora of books detailing the lives of 
Archie Andrews, Jughead and their pals. 
Based on Konami's NES game, this book with 
a pseudo-Cajun theme lasted only a few 
issues. 

Yet Shooter is undeterred. So much so that 
Valiant is producing four monthly comic titles 
and a bimonthly, 64-page compilation book 
of illustrated stories, all of which are based 
on characters from NES games. The books 
are the expected Super Mario Bros. and The 
Legend of Zelda, as well as Captain N: The 
Game Master, which can also be seen as an 
animated series on NBC’s Saturday morning 
lineup. The most absurd title of the four is 
Game Boy, which centers around the 
characters from the Super Mario Land game 
coming to life in the “real world” through 
Game Boys. 
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All four of these titles (each costs $1.95 an 
issue) come printed on heavy bond paper 
with glossy cardboard covers. This 
unconventional look was chosen to overcome 
the stigma that comic books suffer from; 
specifically, Shooter states, the misconception 
that comics are printed on pulpy paper with 
ink that runs off on your fingers. These NES- 
related titles bearing the “Official Nintendo 
Licensed Product” seal, are physically more 
like books than comics. 

It takes less than 16 weeks to complete 
one issue from a finished script. Many of the 
creative talents involved with the work are 
comic-book veterans. Bob Layton, Art 
Nichols and inker Terry Austin are a few of 
the names longtime comic-book fans will 
probably recognize. 

In keeping with their goal of opening up 
comics to the mass market, Valiant’s video- 
game-related titles can usually be found at 
outlets where NES products and merchandise 
are sold. But despite the company’s intention 
of mass distribution, the best place to find 
the latest issues of these titles is, ironically, 
at a comic-book shop. 

The target audience for these books are 
boys in the 6-to-12 age group. Naturally, the 
plots are a bit farfetched for adolescent and 
adult tastes, and the dialogue of characters 
is, frankly, stupid at times. 

“Rick, how come when you're around girls, 
you forget all about video games...and 
everything else you usually like?” Josh asks 
his brother, intently playing his Game he 


” / PUFF, PUIPE! BEEN 
~ | PACKING AWAY THE 
. | GROCERIES, HAVEN'T 
YOU?’ 


“Look at those excellent babes!” Rick 
responds as he leers over his sunglasses. 

A “Game Over” screen indicates the 
conclusion of every story to reinforce the 
overall video-game theme. 

As for the future, Valiant has no plans to 
expand its list of Nintendo comics, although 
Shooter reveals he would like to investigate 
the possibility of developing quarterly titles. 
There are also projects outside of the 
Nintendo realm that the relatively new comic 
company is working on. Valiant purchased 
rights fo the Western Publishing Company’s 
characters, many of which were popular 
during the 1950s, such as Magnus Robot 
Fighter 4000 A.D. Characters and concepts 
based on TV and film properties, like Lost in 
Space, have been acquired for four-color 
translation as well. 

For the time being, original concepts aren't 
on Valiant’s agenda, and it remains to be 
seen whether the new comics company can 
help to “mainstream” the comic-book 
medium as a whole. After all, their success 
relies heavily on how long the popularity of 
the Nintendo name will last in an ever- 
changing video-game market. 

Going beyond the failures of their 
predecessors will undoubtedly be the hardest 
feat to pull off, and they’re still quite a way 
from attaining that level. You could say 
Valiant might be cashing in on the Nintendo 
name. But, even so, their intention is to do 
so with class, style and a look to the future. 


continued on page 102 
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continued from page 100 


A rundown of the five Nintendo comic 








books published by Valiant: 


CASTER 
($1.95/monthly) 


Northridge, California, resident Kevin 
Keene is the best NES player in the world. So 
good that the high schooler and his faithful 
dog, Duke, get sucked into the game screen 
and teleported to the imaginatively named 
world of Videoland. Here, characters from 
NES games like Metroid and Kid Icarus live 
under the dominion of Princess Lana. 

Mother Brain from the Metroid world has 
united enemy characters from other video- 
game worlds into a league that threatens to 
dethrone Lana. Naturally, Videoland’s only 
hope is the cocky Kevin. Armed with a 
modified NES Zapper and a control pad for a 
utility belt, the self-assured kid always foils the 
plans of Mother Brain, much to her chagrin. 

One installment of this series manages to 
give a primer in psychology and yet another 
variation on the tired “body- “switching” story 


personification of Mother 
Brain’s good side. Later in | 
the book, Kevin shows off 
the capabilities of his 

weapons fo the reader— | 
such as the plot- 


that’s always within reach | 
on his utility belt. The | * 
final adventure is the 
classic boy-switches- 
brains-with-his-pet-dog 
story, which details all the 
inane pratfalls that occur 
as Kevin occupies Buck's 
body and vice versa. 





plot, all in GAME BOY 

one issue. ($1.95/monthly) 
Kevin, Lana, y Herman Smirch is such a bitter, 
Icarus and Z\ resenttul man, bums on the street 
Duke are all A. tetuse his spare change. He 
miniaturized ~ shoplifts Game Boys from the 

ina spaceship Sea electronics store he works at in the 
and injected mall. One day he becomes 

into Mother mesmerized playing a Game Boy, 
Brain's brain. -— and the enemy characters from 
During their Super Mario Land, led by Tatanga, 
“fantastic come to life and burst forth from 
voyage,” they the portable game system. Don’t 
encounter ask how. It all has something to do 
Mother with’ psychic probes,” “contact 


points,” “dimensional voids” and other such 
gibberish. Herman cannot believe what he’s 


Brain’s id, battle evil counterparts of 
themselves and are aided by a 
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seeing. “You seem 

rather improbable to 

| me, giant!” Tatanga’s 
ge | right-hand man, 

b 2) Pionpi, retorts 

profoundly. 

With the kidnapped 
Princess Daisy by his 
side, Tatanga decides 
fo conquer the world. 
Enter Josh and his 
perpetually girl-ogling 
bro, Rick. Josh 
manages fo summon 
Mario with his Game 
Boy, and the three of them set out to stop 
Tatanga’s horde. New York City residents 
uncharacteristically panic as Tatanga invades 
the World Trade Center, further adding to the 
implausibility of the plot. 

At the final showdown in the Windows of 
the World restaurant, Rick initially stops his 
brother from helping Mario. “We could get 
killed...! What would Mom say?” 

Josh responds with a bold, “She'd say 
don’t let your team down!” 

Later issues have Tatanga’s army hijacking 
not only a passenger airliner but one of the 
space shuttles and crashlanding it at Disney 
World’s “It’s a Small World” attraction. 


THE OF ZELDA 
($1.95/monthly) 


Based on the popular NES games, this title 
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Huge Bosses stretch so large 
they can’t fit on one screen! 





Use jumping skills to climb 
giant cliffs & tall towers. 


Do You Have the Strength to Save 
the Countries of United Earth from 
War-Crazed Reprogrammed Robots? 


The lives of trillions depend 
on you — Low G Man, the most 
skillful warrior alive. If you can 
handle the responsibility, you’ll 
have a deadly armor-piercing 
spear, an electro-magnetic dis- 
ruptor pistol and a super-human 
jump (up to 13/4 screens)! 











nl, 
Stab 


Jump, 
Seize! 





Seize enemy vehicles, 
including a hovercraft! 


Power-up a complete arsenal 
including the awesome Wave! 


¥ BS a bie 
, beta et 





Stab enemy Robots & Aliens 
with the armor-piercing spear! 


You get all this plus much, 
much more! 





If You Fail, You & Your 
Buds are Dust! Nash 
So don’t. But just in sass heavy power-ups, 


case you'll have infinite 

continue & a password. 

You'll get rapid action, 

detailed scrolling backgrounds, 
lots of surprises, infectious music, 


multiple levels, and 
gigantic Bosses. 


Are You Worthy of the Prestigious 
Title “Low G Man”? 


et i can play Low G Man, 
but only a few can master the 
skills to save the CUE. 


If you're ready for a game that 
gives you everything and only 
asks for your extreme concentra- 
tion, then watch for Low G Man. 





ae iat 
Consumer Division 


© 1990 TAXAN USA Corp. All rights reserved. Nintendo and Nintendo Entertainment System are registered 
trademarks of Nintendo of America Inc. Low G Man, Burai Fighter, & Putt Master are trademarks of and 
copyright protected by TAXAN USA Corporation. 8 Eyes is a trademark and copyright of Seta/Thinking Rabbit. 
Mappy-Land is a trademark and copyright of Namco LTD. G.I. Joe is a registered trademark of Hasbro, Inc. 
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presents the adventures of 
Link and Princess Zelda, 
battling against the dark 
power of swine-faced 
Ganon. To rule the land of 
Hyrule, Ganon must attain 
all three of the mysterious 
triforces—glowing 
pyramid things that hover 
in midair. Link possesses 
the triforce of courage 
within him, Zelda is the 
keeper of the triforce of 
wisdom and Ganon 
already has the triforce of 
power. During tense moments, Link and 
Zelda accidentally fall into one another's 
arms quite often—o much overused plot 
situation in this book, but any romance is 
rudely interrupted by enemies who have a 
score to settle. 

At one time, Link steals the triforce of 
power from Ganon and uses it against him. 
Ganon’s underlings then serve under his 
command, and he begins to wear stylish, 
hooded robes. But the triforce’s power 
corrupts him, and he demands that Zelda 
turn over the triforce of wisdom to him. A 
battle with Ganon and Zelda ensues, but it 
isn’t until Link looks into a mirror and sees 
his nose changed into a snout and his new 
dental deformities, that he forgoes the 
triforce of power. Despite all of this, he stil 
doesn’t get a kiss from Zelda. 


NINTENDO COMICS 
SYSTEM 
($4.95/bimonthly) 

This 64-page, larger-size book is basically 
a compilation of short adventures about the 
characters from the other regular titles. A 
few original series are presented, such as 
Punch Out!!, which details the boxing career 
of a pint-sized Rocky Balboa clone, Little 
Mac. His trainer, former heavyweight Doc 
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Lewis, is always on 
hand to dispense 
thoughtful words of 
wisdom. 

“Nobody is born the 
best. Practice and 
training make you the 
best!” “It's a hard 
climb to the top! It’s a 
battle just to survive!” 
he preaches to Mac 
with a pointed finger. 

One episode depicts 
young, upper-class 
Manhattan preps and 
debutantes as hellions 
who set up Mac in a publicized street fight. 
He must run from one side of the city all the 
way to City Hall while boxing a hundred 
guys trying to stop him. Sounds better as the 
premise for a video game than a story. 

Vonnie simply adores Mac, but boyfriend 
Reg doesn’t, so he bribes Super Macho Man 
to put Mac out of commission in the 
permanent sense. Happily, everything turns 
out okay, and Doc puts in a few diatribes. 






SUPER MARIO BROS. 
($1.95/monthly) 


Of course, what would a line of finely 


NO. 2 $4.9 
CAN $62 
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produced Nintendo comic 
books be if there wasn’t a 
title covering the life and 
times of famed Italian 
® plumber Mario and his 
lanky sibling Luigi? The 
action in this comic takes 
B place in the colorful world 
of the Mushroom 
Kingdom, populated by 
midget fungi humanoids 
known simply as the 
) Mushroom People. Their 
ruler is the easily agitated 
# Mushroom King. Daughter 
Princess Toadstool—like 

all good little princesses— 
usually requires salvation 
from the mean, green 
lizard King Bowser Koopa. 
Mario, Luigi and mushroom 
dude Toad are always 
happy to oblige. 

This book combines the 
elements from all three 
) Super Mario Bros. games, 
BSS though sometimes it 
*)) fudges a few details for 

© the sake of continuity and 
| plot. In between 
adventures there are ads 
for non-products like “Koopa-Kola” and 
“Koopatone” “greening” lotion. 

Presumably geared toward a very young 
audience, stories with goofy “kiddie” plots 
are featured. One such tale tells of the 
hindrances King Koopa’s daughter Wendy 
encounters while intercepting Mario out at 
sea with an arsenal of heavy artillery. But 
Stanley the Fish keeps getting into her 
gunsights, propositioning her. When Wendy 
turns her weapons on him, the Lothario’s 
huge girlfriend, Bertha, clobbers her in-a 
jealous fit. Now that's comedy. You can 
almost hear the laugh track as you read. 
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The spear really helps when 
climbing the mighty cliffs! 
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TIME O27 So cHeap 


Do You Have the Intense Concentration _ If You Don't Master a Boomerang, 


Required to Save the Countries of the Spear, You'll Die Fireball, Bomb, 

United Earth from War-Crazed Robots? a Quick Death! or the awesome Wave! — 
The lives of trillions depend After you power-up a You get blazing action, aeaee 

on you — Low G Man, the most your anti-gravity back- poy agi backgrounds, pe uple 

incredible warrior alive. If you pack you can blast from above: evels, sa Sigh eg oe 

are to succeed in your near im- WAY ABOVE! Stab or use one of music, Infinite continue & password. 

possible quest, you must master —_— your many acquired weapons: P : 

the deadly armor-piercing spear, Are You Worthy of “Low G Man"? 

an electro-magnetic disruptor Everyone can play Low G Man, 


but only a few can master it. 


If you’re ready for a game that 
te # gives you everything and only 

—_— asks for your extreme concentra- 

Consumer Division tion, then watch for Low G Man. 


pistol and a super-human jump 
(up to 13/4 screens)! 
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ato ra ae oe aan Ten years ago, Wizardry set the standards in 
: FRP. Now, after two million copies have been sold 
and 25 international awards have been won, 
Bane of the Cosmic Forge raises and redefines 
those standards. This new Wizardry, the truest 
simulation ever of Fantasy Role Playing, will 
push your computer, your mind and your sense 
of adventure to their very limits. 





Like a true game master, Bane of the Cosmic 
Forge rolls the dice, consults its charts and 
applies the rules. From the 400 items of armor 
and weaponry researched for authenticity - 

right down to their weights - to the realistic 
combat structure - incorporating Primary and 
Secondary attack— everything, absolutely 
everything, is calculated. 





You'll see swords swinging before your 
eyes; creatures of all shapes and forms will 
move before you; spells coming from your 
magician will swirl through the air. You'll 
walk under gargoyle-laden arches and 
watch candles flicker in their sconces. 
Your PC's internal speaker will play 
all of these digitized sounds without any add-on 
hardware. . . swords swinging, monsters venting 
their anger and spells letting fly. 
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COPPER KEY ¢ Ranged, Primary and Secondary Weapons 
¢ Six spellbooks, 462 spell combinations 


¢ Multiple Armor Classes 





10 ¢ 14 Professions with Ranks 
i3 “Ts -© Dozens of Weaponry, Physical and 
is _,1638|| LEATHER siesta ih Academia skills 
S by & T ANTS ‘“ . * . 
me woe eo : | Multiple Fighting and Parry Modes 


HIT POINTS ! 


Find the ancient and cryptic dwellers who can aid 
you in your quest. Talk to them as you would your 
friends - in sentences. Only through the power of the 
latest in programming technology could the full 
dimensions of conversation this real be possible. 
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P.O. Box 245, Ogdensburg, New York 13669 
(315) 393-6633 





CIRCLE #178 ON READER SERVICE CARD. 
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“> omputer gaming has a sense of immediacy that is unmatched by any == 
, other interactive entertainment. Through the wonders of technology it = 
_ ¥ is now possible to experience things that might otherwise be beyond = 
Soy iD our abilities. Millions have flown through cloudless skies, thanks to flight simu- 
5-477 lators. Military encounters are relived bloodlessly by countless war gamers. Sim- # 
ge ulated sports arenas house the efforts of thousands of armchair athletes. Both 
ae real-life history and make-believe fantasy come to life on computer, through in- & 
se teractive simulations that put computerists in the middle of the action. 

“2 Computers can also bring to life legends and myths that are part of our cul- = 
= tural background. This year’s releases include games based on some of the == 

i 4 world’s most enduring heroes. : 
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after year. Middle Earth, with its population of men, elves, 
dwarts, wizards and hobbits, is the root-mythos that mothered an 
4 entire genre of play experience. Were it not for Tolkien, the game 
of Dungeons & Dragons would never have been created; and 
without D&D, it is safe to assume most role-playing games could 
not exist. 

Zo | as ba Tolkien’s Middle Earth has 
ie been explored through stories 
and games since it was first 
published in England nearly 
50 years ago, and it is still 
fertile ground for adventurers. 
No less than three new com- 
puter games are currently on 
retailers’ shelves, for gamers 
to try to bear part of Frodo’s 
burden. These new efforts are follow-ups to Melbourne House’s 
| War in Middle Earth, which was released in 1989 but is still get- 
| ting lots of play from Hobbit-loving computer gamers. 

Interplay Productions is working on a trilogy of games based 

| on the three great books. Lord of the Rings, Vol. | (for IBM PC 
and Amiga) uses full screen, top-down VGA graphics and fea- 
™@ tures digitized sound and a point-and-click interface to maneuver 
Fi players through the seven-map world of Middle Earth. The gamer 
starts the adventure as Frodo, then recruits characters to join the 
‘4am fellowship; it is not necessary to confine membership to the nine 
ee characters Tolkien wrote about. 
[Mm = The game primarily features exploration and information gath- 
ering but also involves combat with the orcs, wargs, dark riders 
® and other monsters. Within each map area, there are a series of 
B® mini-quests and adventures to complete before advancing to the 
Bi next area. The game follows the book fairly closely and ends just 
¥ 4 before the conclusion of Book 1 of the trilogy. Interplay plans to 
8 follow up with The Lord of the Rings, Vol. 2 sometime next year. 
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Interplay Productions is creating a trilogy 
of games based on the Lord of the Rings. 
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“a Spinnaker’s Riders of Rohan is straight out of the second vol- 
= ume of The Lord of the Rings trilogy, The Two Towers. It begins 
fee When Aragorn, Legolas and Gimli race after the band of orcs that 


= captured the two hobbits Merry and Pippin. The player, using the 
= heroes, has to convince Theoden, King of Rohan, to mobilize; 
only then can the Riders of Rohan march against Saruman. Play- 





Tolkien’s trilogy is captured in Melbourne 
House’s War in Middle Earth. 
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Tolkien’s world continues to enchant readers year 











Outstanding graphics and large-scale 
animations are what you'll find in 
Spinnaker’s Riders of Rohan. 


ers duel, man the bow 
against orcs and pit 
Gandalf against Black 
Riders in magical tests. 

Riders of Rohan } 
brings to life many of 
Tolkien’s characters. 
Among the people (and 
other species) the play- 
er meets are Theoden, 
Grima Wormtongue, Saruman, Treebeard, Erkenbrand and 
Eomer. The gamer can reenact events as they happened in the 
books or strike a new path and rewrite the story. 

The graphics are outstanding. Large-scale animations bring 
the characters to life, and the embedded tactical war game fea- 
tures real-time combat. There are no guarantees here that the f 
heroes can win the day, but with a little help from the computer- & 
ist, the Fellowship will endure. 






Arthurian drama has spawned many games. There are fg 
no fewer than three new titles this winter to join the Knights of f 
the Round Table already on disk. | 
Conquests of Camelot (Sierra) was created by writer Christy im 
Marx and artist Peter Ledger. Both dipped their pens in love — 
when crafting this tale of the Quest for the Grail; the game is jim 
panoramic and faithful to the legends. It leads the search for the : 
grail from Camelot to Jerusalem, using some of the most out- 8; 
standing graphics yet seen on-screen. Combat sequences include Fil 
battles using the great sword Ex- ( 
calibur and jolting horseback a: 
jousts. Be prepared, the gamer Se : 
must maintain both physical and | A 
spiritual strength if the on-screen [me 
surrogate is to succeed. a’ 
Conquests of Camelot features 

a haunting soundtrack written by § 
Mark Siebert. The music, based on = he 
10th-century instruments, is a per- 
fect medieval accompaniment to 
the action. 
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@ Sierra On-Line’s Conquests 
of Camelot is a carefully 
crafted game that details 
the search for the Holy 
Grail using Sierra’s 
inimitable game-authoring 
system and some of the 
most fabulous images to 
come out of a computer 
game in recent time. 





















Mastertronic’s Spirit 
of Excalibur, created by 
Synergistic Software, 
combines features of 
fantasy role-playing with 
adventure and combat 
simulations. After 
Arthur’s death, England 
is plagued by black 
knights, saxons, magi- 
cians and giants. The 
gamer selects a hero, then maneuvers him through Britain. Peas- 
Rew ants, warriors, nobles, bandits, lords, wizards and clerics provide 
Wyk plenty of interaction, and outcomes differ depending on which 
eee knight is chosen. 

Py. Combat situations let the player maneuver troops and try dif- 
@ ferent strategies. The gamer can depend on the character at- 
fm tributes to determine the outcomes or switch to arcade- 
b hy style action, then control his/her knights in swordplay. 
i The stunning graphics depict first-person perspectives of 
| My, the countryside, towns and castles and overhead views | 
iy y/, of battlefields. Spirit of Excalibur is available for play on 









<— 
Me uae Sete sae 


i. nad | wes 





Apple Ilgs, Amiga, Atari ST, IBM PC and Macintosh computers. 
“eee @€=§5=6- Mastertronic’s Arcadia division created Artura, an action ad- 
7. venture that first appeared in 1989 for the Atari ST. New versions 
x Ne for the Amiga, Commodore 64 and IBM PC are now on retailer’s 
fe shelves. This game takes the user back in time to Britain in the 
as persona of Artura, son of Pendragon. It is loosely based on the 
ee Arthur mythos, but makes many cosmetic changes. Nimue, the 
La apprentice to Merdyn the mage, has been kidnapped by Mor- 
fee gause, Artura’s evil half-sister. The player must man Artura 
San through a maze, battle Morgause’s minions, evade the traps and 
‘ seek runes that give special magical powers. 













Spirit of Excalibur, Mastertronic’s fantasy role-playing game, takes 
place after King Arthur's death, offering plenty of opportunities for 
interaction between your on-screen character and the various 
inhabitants of the area you travel through. 










Artura doesn’t ac- 
tually involve the fa- 
mous Knights of the 
Round Table we all 
read about in 
school. But it has a [igme 
good flavor of the § 
era and some nice 
action to keep your 
joystick jiggling. 
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A new version of Mastertronic’s Artura, which first 
made its presence known on the Atari ST in 1989, 
harkens back to the days of the Round Table. 









The Adventures of Robin Hood by Sculptured Soft- FR 
ware for Mastertronic’s Arcadia Division lets the gamer take the 
role of Robin, Little John, Will Scarlet or Friar Tuck, then maneu- & SS 
ver his or her on-screen hero through England. Archery contests (@ 
and battles with the Sheriff of Nottingham and Sir Guy of Gis- 
born provide arcade-style action as the player explores the forest Ne 
and dungeons in an effort to rescue Maid Marion. It features 
menu-driven choices, and players must constantly monitor the Bye 
hero’s status records, which track his strength, fatigue level, sup- diy 
plies and food. 

Robin Hood, soon to be available for play on the Nintendo % 
Entertainment Sys- jay 
tem, takes some | 
liberties with the fg 
well-known legend. i 
But it promises a je 
bow-man’s holiday. 

Mastertronic also 

























looked to the 
world of letters for am 
inspiration for 






Wonderland. Based }} 
on Lewis Carroll’s 
legendary Alice in & 
Wonderland, the | as 
illustrated text ad- ee 
venture was creat- 
ed by Magnetic fi 
Scrolls (developer jaa 
of The Pawn). It features a new graphic interface, multiple win- ] 
dows, pull-down menus, online hints, self-mapping and the fa- 
mous Magnetic Scrolls parser. 
The gamer takes on the part of Alice, then explores Wonder- | 
land to meet the well-known characters created by Carroll. All of iim 
the familiar situations and people are here: the royal gardeners, 
the Queen of Hearts, the Duchess and the baby pig, the caterpil- 
lar on the mushroom, the March Hare, the dormouse, the Mad [# 
Hatter and the White Rabbit. Challenging puzzles and puns fam 
abound in this over-sized game for Amiga, Atari ST and IBM PC 
computers. 
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The Super Strategic Defense Initiative of the 1990's banned inter-continental 
ballistic missiles and nuclear warheads. Now the year is 2016. Weapons today 
are limited to super strategic mobile weapons. 
Enter Granada. Hypertek-Cannon Tank. (HCT). 
Firepower as we know it today is all but abandoned with Granada. Granada 
uses shields and radar to create its defense mechanism. Offensive firepower is provided by the 
most awesome array of weaponry ever assembled on a battlefield. These include multi-directional 
interceptors, long-range homing missiles, and a device designed to totally obliterate all opposing 
forces. 

You will command Granada through the peaceful streets of Tobora. Battle the giant flying 
battleship Astarsha, and Valsic, another HCT. 

If you enjoy fast paced action-packed thrills . . . you'll love the feel and sound of Granada. 








Renovation Products, Inc. 987 University Avenue, Suite 10, Los Gatos, CA 95030. Phone (408) 395-8375. Fax (408) 395-8377. 


© 1990 RENOVATION PRODUCTS, INC. A SUBSIDIARY OF TELENET JAPAN LTD. SEGA AND GENESIS ARE TRADEMARKS OF SEGA ENTERPRISES LTD. 
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Lewis Carroll's Alice in Wonderland is brought to the 
computer-game screen by Mastertronic, through its 
Wonderland illustrated text adventure. 


Real-life heroes also provide grist for gaming. Elec- 
tronic Zoo looked to 14th-century Switzerland for The Legend of 
William Tell. As Tell, the gamer mans a crossbow in a quest to 


querors. 

The Legend’ of 
William Tell is a graphic 
adventure that explores 
mountains, forests, towns 
and buildings. Along the 
way the gamer meets 
knights, monks, peas- 
ants, wolves 
and wild ani- 
mals and 
gathers food, 
and drink, 
weapons and 
valuable prizes. 
Weapons In- 
clude short 
and long 
swords, axes, 
morning stars, 
staffs and 
maces, in addition to three different crossbows. The choice of 
bows actually makes a difference in the outcome, since they 


A relative newcomer to the computer-game world, Electronic 
Zoo re-creates the classic archery story as a graphic 
adventure in The Legend of William Tell. 


j each have different strengths and weaknesses. The Legend of 


William Tell is avail- 
able for Amiga, 
Atari ST and IBM 
PC computers. 


Broderbund retells the 
tale of the Maid of 
Orleans in Joan of Arc: 
Siege & the Sword. 


Only a few computer dramas have featured heroic women. 


oa 


Broderbund’s Joan of Arc: Siege & the Sword draws on the leg- & 
end of the Maid of Orleans for sword-clanking adventures in the } 


cca French countryside. It plays a little 


loose with history: The game sets 
Joan on a quest for the throne, 


Vaericis tables ard chars 
e informally arranged 
about the roam, although 
the CGueon'* Chae, mck 
bigger and grander than 
= MEE the rest, is set in ore 
ak 
comer from where she oan 
look down on fand Gia 
as they 
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hand-to-hand combat, castle wall- 


something the maiden never PRX 
sought. But it’s rousing; in addi- —& 
tion to the swordplay, it features 


scaling while dodging rocks and & 
boiling oil and a chance to dis- & 
pense justice once the throne is ge 


for Amiga and IBM PC machines. 
Not all legends are heroic. Ocean Software’s Billy the Kid is 
an action-strategy contest 
based loosely on the life of 
America’s favorite boy 
bandit. The player takes 
the role of either Billy co —=—= 
Sheriff Pat Garrett. 
In this version of the 
story, they both love the 
same woman, 
showdown is a barrel-blaz- 
ing gunfight a 
between the 
two ex-friends. 
But before 
Billy faces the 
inevitable 
clash with 
Garrett, there’s 
a bank rob- 
bery, a train 
heist and a 
barroom 
brawl, not to 
mention an 
encounter with a card shark. 
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Ocean’s Billy the Kid portrays a different form of legend, 
that of theWild West's infamous boy bandit. 


The Western drama is depicted in beautiful drawings that J 


evoke cowboy movies of yesteryear and is made for the Amiga, 
Atari ST and IBM PC. 
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attained. It’s currently available & 
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Designers will continue to draw on legends and his- iim 
tory for inspiration in the future, so gamers can look forward to & 


even more involvement with epic stories that everyone knows 


/ 


and loves. It’s a unique opportunity to experience on the gaming 
level sagas that once we could only read about. But as gamers 
will agree, there’s no better way to bring a legend to life than to 
become part of it. & 
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Introducing 
Total Reality 


This 256-color, true-to-life golf simula- 
tor gives you unprecedented 3D 
graphics...so realistic—so advanced— 
you ll think you’re on the course. 


I: a beautiful Spring morning as you prepare to 
tee off. You select your #1 driver (ignoring your 
caddy’s wisecrack)...take a practice swing... adjust 
your stance...and drive one right down the middle 
for 290 yards. As you approach your second shot, 
you notice every detail of your surroundings.. 

the location of each tree...the contour of each \ 





THE CHALI LENGE OF G OLF 





Y) 


Totally 


hill and slope...the lay of the ball.. 2 POPe ja ee 
A day on your favorite course? Not : - Realistic 
quite, but it’s the next best thing. 7 \ (5 A 


s 


LINKS. ..The Challenge of Golfis a totally real- 
istic golf simulator that’s a quantum leap meat? 
of any computer golf game you've ever seen. 

You'll control your game to the degree you pre- 
fer...from defaulting to the standard swings...to 
adjusting your stance, backswing, acceleration, 
power and snap. With every drive and putt, your 
ball will act according to the true laws of physics. 

And you'll experience all the sounds of a real 
tournament. ..from commentary...to caddy’s 
remarks...to the swoosh of the swing...click of the 
drive ....and bloop of the ball in the water. 

LINKS also includes a practice area for driving, 
chipping and putting. 

3D Terrain 

LINKS is brought to you by Access Software... 
the same fanatics for accuracy and realism who gave 
you World Class Leader Board Golf—and the graphics 
are unbelievably realistic. Gone are square-edged 
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*So Realistic, you ll think you're there 


screens that look like Lego blocks. With LINKS, hills 
actually look like hills, trees look like trees, water 
looks like water. (And, yes, golfers even look like 
golfers.) In fact, LINKS uses graphics technology so 
advanced that a VGA system is absolutely required 
for play. 

Experience the next generation of golf simula- 
tors. Reserve a Tee Time with LINKS. 

We guarantee you'll absolutely love it—or 
your money back! 





To get on the course with LINKS, 
visit your retailer or call 


1-800-824-2549 | 


(Credit Card orders only) or clip and return the order form 


ZZACCESS 














OFTWARE INCORPORATED 


545 West 500 South, Bountiful, Utah 84010 
801-298-9077 FAX 801-298-9160 





CIRCLE #145 ON READER SERVICE CARD. 





LINKS features totally realistic 3D terrain...combining stunning 256-color, 
3-dimensional terrain graphics with Real Sound”, the revolutionary technology that 
gives you astonishing digitized sound effects without hardware. 
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Actual 256-Color VGA Screens 


ORDER FORM 


YES! I'm ready to Tee Off with LINKS...and experience the astonishing reality of 
3D terrain with 256-color graphics and digitized sound effects. Please rush me my copy. 
Satisfaction Guaranteed. (VGA system and hard disk required). 


my N 
"| 5 1/4inch Disk [| 3 1/2-inch Disk oe 
| I’ve enclosed $59.95 as payment in full. Address 
| Charge this order to my: 
|_| VISA |_| MasterCard |_| American Express City 
Card No. State Zip 
Eepites Mail to: ACCESS SOFTWARE INCORPORATED 
Signature 945 West 500 South, Suite 130, Bountiful, UT 84010 


(all orders must be signed) 
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.‘m no software chauvinist, but 
/isn’t it time the American elec- 
| tronic-gaming industry rethought 
the role of imported software? Our 
game screens would be much 
duller without Tetris, Super Mario 
Brothers, Populous and other for- 
eign-designed titles, but the hobby 
might be healthier without the 
dozens of other video and comput- 
er games that have flooded the 
U.S. market in the last four years. 

Musicians and music lovers 
often boast that melody is an 
international language. They claim 
it communicates feelings, images 
and even ideas in a way that cuts 
across national boundaries and 
barriers of language and culture. 

Maybe so. 

Electronic gaming, like music, is 
a nonverbal interaction. It’s tempt- 
ing to claim the same universality 
and surely there is evidence to 
support the contention. Defender 
of the Crown and Impossible Mis- 
sion, to name two domestic cre- 
ations, have scored worldwide 
success, and the popularity of 
overseas software, from Space 
Invaders to Phantasy Star, is 
incontrovertible. 

Before the SPA or a similar group 
declares “one happy world of elec- 
tronic gaming” or the like, it is 
important to examine the rest of the 
picture. Examination of al/ the evi- 
dence leads to the conclusion that 
electronic gaming is an interna- 
tional language, but not a 
completely cohesive one. In 
other words, it sometimes 
transcends cultures and 
sometimes doesn't. 

In that sense, elec- 4. 
tronic gaming may be 
more like English than 
music. Anyone who has visited the 
United Kingdom knows that words 
have different meanings on each 
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ls Gaming an 
Intermaticnal 
Language? 


by Arnie Katz 


Writer, editor, lecturer and game 
designer Arnie Katz knows the 
field from every perspective. Each 
month, his column takes readers 
inside the world of video and 
computer games. This time, he 
discusses the impact of 
imported software. 


side of the Atlantic. One example: 
the cowling over a car 












Bes a engine is a “hood” here 


and a “bonnet” there. 
An old quip proclaims 
the U.S. and U.K. are 
“two peoples divided by 
a common language.” 
Failure to under- 
stand that games, 
like wine, don’t 
always travel well 
has caused big problems for com- 
puter- and video-game publishers. 
Large-scale marketing of European 


computer games in 1989 created a 
field-wide depression. Overempha- 
sis on titles from the Pacific Rim are 
doing the same to the video-game 
sector today. 

| have complete admiration for 
the skill of American designers, 
programmers and other imple- 
mentation specialists. | don’t think 
the failure to transcend culture is 
soley a question of quality. Ubi 
Soft and Infogrames in France, 
Ocean in the United Kingdom and 
New Frontier in Hungary are 
examples of groups that often 
equal and occasionally surpass 
their American counterparts. 

So, it’s not that designers and 
developers in other lands can’t do 
games as well as we can. It’s more 
that they frequently approach the 
challenge of creating a new elec- 
tronic game from another perspec- 
tive and with different goals than 
would a U.S. design team. 

This is the cultural barrier to 
which | referred in last month’s 
column about Japanese video 
games. A British game-design 
team does a product based on 
their experience in the field and 
expectations for the target market. 
A British game must be oriented 
around play-action, provide a lot 
of gaming for the price and sell 
through quickly before pirated 
copies pollute the market. The 
U.K. gamer doesn’t want a lot of 
costly frills like detailed documen- 
tation, ornate maps and posters, 
or other items routinely included 
with top-of-the-line U.S. titles. 

Unfortunately, when a British- 
produced game hits America, it 
generally reflects the lessons 
learned in the U.K. Similarly, 
Japanese designer/developers cre- 
ate games based on their experi- 
ence in Japan. The glitch is that 
these lessons are only partially 
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We Sell Used / We Buy 


Nintendo is a registered trademark of Nintendo of America Inc. 


We Sell Used / We Buy 


720 Degrees 29.95/ 15.00 
8 Eyes 29.95/ 15.00 
A Boy 

and His Blob 29.95/ 15.00 
Abadox 29.95/ 15.00 


Adventure Island 34.95/20.00 
Aaventure Island I! 37.95/22.00 
Adventures 


in Magic Kingdom 32.95/ 18.00 
Adv. of Bayou Billy 19.95/8.00 


Adv. of Dino Riki 29.95/15.00 


Adv. of Link 19.95/8.00 
Adv. of Lolo 19.95/10.00 
Adv. of Lolo 2 29.95/ 15.00 
Adventures 

of Tom Sawyer 29.95/15.00 
Afterbumer 24.95/ 12.00 
Air Ball 34.95/20.00 
Air Fortress 29.95/ 15.00 
Airwolf 29.95/ 15.00 
Alien Syndrome 24.95/12.00 
All Pro Basketball 29.95/15.00 
All Star Softball  29.95/15.00 
Alpha Mission 19.95/ 10.00 
Amagon 19.95/ 10.00 
Anticipation 19.95/ 10.00 
Arch Rivals 34.95/20.00 
Archon 29.95/ 15.00 
Arkanoid 

with Controller  49.95/25.00 
Arkista's Ring 24.95/ 12.00 
Astynax 29.95/ 15.00 
Back to the Future 24.95/12.00 
Back to the 

Future I/II 34.95/20.00 
Bad Dudes 24.95/12.00 
Bad News Baseball 29.95/ 15.00 
Bad Street Brawler 19.95/10.00 
Balloon Fight 19.95/10.00 
Bandit Kings 

of Ancient China 39.95/25.00 
Baseball 

Simulator 1.000 32.95/18.00 
Baseball Stars 37.95/22.00 
Bases Loaded 19.95/10.00 
Bases Loaded 2 29.95/15.00 
Bat Man 29.95/15.00 
Battle Chess 32.95/ 18.00 
Battle of Olympus 29.95/15.00 
Battle Tank 34.95/20.00 
Beetle Juice 34.95/20.00 
Big Foot 29.95/ 15.00 
Bionic Commando 19.95/10.00 
Black Bass 34.95/20.00 
Blades of Steel 24.95/12.00 
Blaster Master 19.95/10.00 
Bubble Bobble 29.95/15.00 
Bump ’N Jump 24.95/ 12.00 
Burai Fighter 29.95/ 15.00 
Cabal 29.95/15.00 
Califomia Games 37.95/22.00 
CaptainComic  29.95/15.00 
Captain Skyhawk 29.95/15.00 
Casino Kid 29.95/ 15.00 
Castle of Dragon 29.95/15.00 
Castlequest 29.95/ 15.00 
Castlevania 19.95/8.00 
Castlevama 3 

Dracula's Curse 37.95/22.00 
Caveman Games 34.95/20.00 
Challenge 

Pebble Beach 29.95/ 15.00 
Championship 

Bowling 29.95/ 15.00 
Chessmaster 29.95/ 15.00 
Chubby Cherub  34.95/20.00 
Circus Caper 29.95/ 15.00 
City Connection  19.95/10.00 
Clash 

at Demonhead 29.95/15.00 
Clu Clu Land 29.95/ 15.00 
Cobra Command _19.95/ 10.00 
Cobra Triangle  § 24.95/12.00 
Codename Viper  29.95/15.00 
Conquest and the 

Crystal Place —34.95/20.00 
Contra 24.95/ 12.00 
Cryon Conquest 34.95/20.00 
Crystalis 34.95/20.00 
Cybernoid 19.95/ 10.00 
Dash Galaxy 29.95/ 15.00 
Days of Thunder  37.95/22.00 
Deadly Towers 19.95/10.00 
Defender 

of the Crown 29.95/ 15.00 
Defender || 29.95/ 15.00 
Deja Vu 37.95/22.00 
Demon Sword 24.95/12.00 
Desert 

Commander 24 .95/ 12.00 
Dest. Earthstar 19.95/ 10.00 
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We Sell Used / We Buy 


Destiny Life Force 19.95/10.00 Rampage 24.95/ 12.00 
ofan Emperor  34.95/20.00 Little League Championship Remote Control  24.95/12.00 
Dick Tracy 29.95/15.00 Baseball 24.95/12.00 Renegade 19.95/8.00 
Dig Dug |i 24.95/12.00 Little Nemo Rescue The 
Dirty Harry 34.95/20.00 the Dream Master 32.95/18.00 | Embassy Mission 29.95/15.00 
Donkey Kong 19.95/10.00 Lode Runner 32.95/18.00 Rescue Rangers  34.95/20.00 
Donkey Kong Loopz 37.95/22.00 Ring King 29.95/ 15.00 
Classics 29.95/15.00 Low G Man 37.95/22.00 River City Ransom 29.95/15.00 
Donkey Kong 3 19.95/10.00 Lunar Pool 39.95/25.00 Road Blasters 29.95/ 15.00 
Donkey Kong Jr. 24.95/12.00 Mafat Conspiracy 29.95/15.00 Road Runner 24.95/ 12.00 
Donkey Kong Magic of Robo Warrior 24.95/ 12.00 
Jr. Math 24.95/12.00 Scheherazade 29.95/15.00 Robocop 29.95/ 15.00 
Double Dragon 19.95/10.00 Magmax 19.95/10.00 Robodemons 29.95/ 15.00 
Double Dragon Il 29.95/15.00 Major League Rock ’N Ball 24.95/ 12.00 
Double Dribble 19.95/8.00 Baseball 19.95/10.00 Rocket Ranger 32.95/ 18.00 
Dr. Jekyll Maniac Mansion 34.95/20.00 Roger Rabbit 29.95/ 15.00 
& Mr. Hyde 29.95/15.00 Mappy Land 29.95/15.00 Rollerball 29.95/ 15.00 
Dragon Warrior 19.95/8.00 Marble Madness 29.95/15.00 Rolling Thunder  24.95/12.00 
Dragon Wamor |! 39.95/25.00 Mario Brothers 29.95/15.00 Romance of the 
Dragon's Lair 39.95/25.00 Mechanized Attack 29.95/15.00 Three Kingdoms 34.95/20.00 
Duck Tales 32.95/18.00 Mechanoids 34.95/20.00 Shadow of the Ninj#2.95/ 18.00 
Dungeon Magic 34.95/20.00 Megaman 49.95/30.00 Shadowgate 29.95/ 15.00 
Dynowarz 29.95/15.00 Megaman 2 29.95/15.00 Shingen the Ruler 29.95/15.00 
Elevator Action § 24.95/12.00 Megaman 3 49.95/30.00 Shinobi 29.95/ 15.00 
Elway’s Mendel Palace 34.95/20.00 Side Pocket 49.95/25.00 
Quarterback 19.95/8.00 Metroid 19.95/8.00 Silent Assault 32.95/ 18.00 
Fantasy Zone 24.95/12.00 Mickey Silent Service 29.95/ 15.00 
Fana 34.95/20.00 | Mousecapade 24.95/12.00 Silkworm 29.95/ 15.00 
Fast Break 29.95/15.00 Mig Hunter 29.95/15.00 Si/ver Surfer 37.95/22.00 
Faxanadu 19.95/8.00 Mighty Bomb Jack 19.95/10.00 Simon's Quest 14.95/7.00 
Fester’s Quest 29.95/15.00 Millipede 29.95/15.00 Simpsons 37.95/22.00 
Fighting Golf 29.95/15.00 Milon’s Skate or Die 2 34.95/20.00 
Final Fantasy 37.95/22.00 Secret Castle  24.95/12.00 Skull & Crossbones 34.95/20.00 
Fist of North Star 24.95/12.00 Monster Party 29.95/15.00 Sky Shark 19.95/ 10.00 
Flying Dragon 29.95/15.00 Ms. Pac Man 24.95/12.00 Snake Rattle N Roll 29.95/15.00 
Formula One 32.95/18.00 MULE. 34.95/20.00 Snakes Revenge  29.95/15.00 
Frankenstein 34.95/20.00 Muscle 19.95/10.00 Snoopy Silly Sports 29.95/ 15.00 
Galactic Crusader 29.95/15.00 Mystery Quest 29.95/15.00 Soccer 19.95/ 10.00 
Galaga 19.95/10.00 NARC 34.95/20.00 Solar Jetman 32.95/ 18.00 
Gauntlet 19.95/10.00 National Football Solomon's Key 32.95/ 18.00 
Gauntlet 2 37.95/22.00 League 32.95/18.00 Solstice 29.95/ 15.00 
Genghis Khan 34.95/20.00 Mghtmare Spelunker 32.95/ 18.00 
Ghostbusters 24.95/12.00 on£lm Street 37.95/22.00 Spot 32.95/ 18.00 
Ghostbusters 2  29.95/15.00 Ninja Gaiden 19.95/10.00 Sqoon 29.95/ 15.00 
Ghosts 'N Goblins  19.95/8.00 Ninja Gaiden 2 32.95/18.00 Star Force 19.95/ 10.00 
G/ Joe 34.95/20.00 Ninja Kid 24.95/12.00 Stealth ATF 29.95/ 15.00 
Gilligan's Island = 32.95/18.00 mm mm ms ems mms St Fighter 2010 34.95/20.00 
Goal 24.95/ 12.00 e Strider 19.95/ 10.00 
Godzilla 29.95/15.00 | FA J gh eS suec 34.95/20.00 
Golgo 13 19.95/8.00 J Super Dodge Ball 32.95/18.00 
Goonies II 19.95/8.00 Super 
Gradius 99510001 PFICES | eho sthes2 2295/15.00 
Gremlins 2 34.95/20.00 e r 
Guardian Legend 29.95/15.00 | > aid | Mario Brothers 3. 49.95/30.00 
Guerilla Wars 24.95/ 12.00 Super Off Road = 32.95/ 18.00 
Gunsmoke 19.95/ 10.00 For : Superman 29.95/ 15.00 
Hard Drivin’ 34.95/20.00 i ‘ ® Super Pitfall 29.95/ 15.00 
Hatns 37.95/22.00 Nintendo Super Sprint 24.95/ 12.00 
Heavy Barrel 24.95/ 12.00 : Swords & Serpents 37.95/22.00 
Heavy Shreddin  29.95/15.00 Cartridges Tag Team Wrestling 19.95/8.00 
Hollywood We will pay more for your J Target Renegade 29.95/ 15.00 
Squares 29.95/ 15.00 I Nintendo cartridges than any" Tecmo Baseball  29.95/15.00 
Hoops 24.95/12.00 _ other company. Enclosed a Tecmo Bowl 32.95/ 18.00 
Hydlide 19.95/10.00 § current price list with your] Tecmo Wrestling 32.95/18.00 
Ice Climber 19.95/10.00 — catridges if you can find any = Teenage Mutant 
kari Warriors 17.95/7.00 ‘ higher buy back prices. bid) Ninja Turtles —_32.95/18.00 
kari Warriors II 17.95/7.00 # will pay at least $1.00 more" Teenage Mutant Ninja Turtles 
Imposs. Mission || 24.95/12.00 _ for EACH Nintendo or Arcade Game  44.95/30.00 
Indiana Jones —-29.95/15.00 jf Genesis Cartridge & send Terra Cresta 24.95/12.00 
Indiana Jones you a check within 48 hours Tetris (Nintendo) 32.95/18.00 
The Last Crusade 34.95/20.00 l of receiving your cartridges. i Thunderbirds 34.95/20.00 
Infiltrator 29.95/ 15.00 =—_ eS Thundercade 24.95/ 12.00 
lronsword 24.95/12.00 Ninja Taro 29.95/15.00 Time Lord 37.95/22.00 
Iron Tank 19.95/10.00 Nobunaga’s Tombs & Treasures 29.95/ 15.00 
Isolated Warrior = 24.95/12.00 Ambition 34.95/20.00 Toobin 29.95/ 15.00 
Jack Giant Slayer 32.95/18.00 North and South  32.95/18.00 Top Gun2 29.95/ 15.00 
Jack Nicklaus Golf 32.95/18.00 OAB 3D 32.95/18.00 Top Player Tennis 32.95/18.00 
Jackie Chan's Pac Man 19.95/10.00 Total Recall 34.95/20.00 
Kung Fu 34.95/20.00 Pacmania 32.95/18.00 Turbo Racing 29.95/ 15.00 
Jaws 19.95/10.00 Falamedes 34.95/20.00 Ultima 29.95/ 15.00 
Jeopardy 32.95/18.00 Paperboy 29.95/15.00 Ultima: Quest 
Jeopardy Jr. 24.95/12.00 Phantom Fighter 24.95/12.00 ofthe Avatar  37.95/22.00 
Jeopardy 25 Aniv. 29.95/15.00 Pictionary 32.95/18.00 Ultimate Basketball 32.95/ 18.00 
Jordan vs. Bird  § 29.95/15.00 Pinball 29.95/15.00 Untouchables 34.95/20.00 
Joumey to Silius  34.95/20.00 Pinbot 29.95/15.00 Urban Champion 19.95/10.00 
Joust 19.95/10.00 Pipe Dream 32.95/18.00 Vegas Dreams 34.95/20.00 
Kabuki: P.O.W. 24.95/12.00 Vindicators 24.95/ 12.00 
Quantum Fighter 34.95/20.00 Predator 24.95/12.00 Volley Ball 29.95/ 15.00 
Kamov 19.95/10.00 Prncess Tomato in the Wall Street Kidd  24.95/12.00 
Kid Icarus 24.95/12.00 Salad Kingdom 29.95/15.00 Waron Wheels 34.95/20.00 
Kid Kool 29.95/15.00 Pro Am Racing 14.95/6.00 Wheel of Fortune 32.95/18.00 
Kid Niki 19.95/10.00 Punch Out 24.95/12.00 Family Edition  29.95/15.00 
King’s Knight 24.95/12.00 Punisher 32.95/18.00 Junior 24.95/ 12.00 
Kings of the Beach 24.95/12.00 Puzznik 34.95/20.00 Willow 32.95/ 18.00 
Klax 32.95/18.00 RBI Baseball 19.95/10.00 Win, Lose or Draw 29.95/15.00 
Knight Rider 24.95/12.00 RBI Baseball 2 32.95/18.00 Wizards 
Kung Fu Heroes = 29.95/15.00 Racket Attack 24.95/12.00 and Warriors 17.95/7.00 
Last Starfighter  29.95/15.00 Rad Racer 2 29.95/15.00 Wizardry 37.95/22.00 
Legacy of Wizard 24.95/12.00 Raid World Championship 
Legend of Zelda 19.95/8.00 on Bungling Bay 19.95/10.00 Wrestling 32.95/ 18.00 
Legendary Wings 19.95/10.00 Rally Bike 29.95/15.00 World G-P. 29.95/ 15.00 





USED NINTENDO°® CARTRIDGES : 


Bonus 


« Receive a $10 Bonus when you sell back 5 or 


. More cartridges. Return this coupon with your 
, cartridges (5 or more) for your $10 Bonus. 


We Sell Used / We Buy 


Wrath of the 

Black Manta 29.95/ 15.00 
Wrecking Crew 19.95/8.00 
X Men 29.95/ 15.00 
Xexyz 24.95/ 12.00 
Zanac 19.95/ 10.00 


When selling back your 
Nintendo cartridges, we deduct 
$2.00 for each missing box and 


We Sell Used / We Buy 
Used 


(GENESIS) 


Cartridges 
Afterburner II 39.95/20.00 
Air Diver 29.95/ 15.00 
Alex Kidd 29.95/ 15.00 


$1.00 for missing instructions. _ Amold PalmerGolf 34.95/18.00 
Although all Nintendo cartridges Atomic Robo Kid 39.95/23.00 
include instructions, some may  Simini Run 34.95/ 18.00 
not have the original box. If you © Budokan 34.95/ 18.00 
require a box with your 4uming Force _ 34.95/18.00 
cartridge, please make a note  Suster Douglas Boxing 39.95/23.00 
of it with your order. Columns 29.95/ 15.00 
Crackdown 39.95/23.00 

Used Cross Fire 34.95/ 18.00 

Curse 34.95/ 18.00 

TurboGrafx 16 Cyberball 34.95/ 18.00 

, Dando 34.95/ 18.00 
Cartridges Dick Tracy 39.95/23.00 

Alien Crush 29.95/15.00 D/ Boy 34.95/ 18.00 
Blazing Lasers 24.95/12.00 Dynamite Duke 34.95/ 18.00 
Bloody Wolf 34.95/18.00 & Swat 39.95/23.00 
Bonk's Adventure 39.95/20.00 ina/ Assault 34.95/ 18.00 
China Warrior 29.95/15.00 Final Zone 34.95/ 18.00 
Cratermaze 29.95/15.00 Aire Shark 34.95/ 18.00 
Cybercore 29.95/15.00 Forgotten Worlds 29.95/ 15.00 
Deep Blue 29.95/ 15.00 houls 'N Ghosts 29.95/ 15.00 
Devil’s Crush 34.95/18.00 Golden Axe 39.95/20.00 
Double Dungeons 29.95/15.00 | Ghostbusters 34.95/ 18.00 
Dragon Spirit 29.95/15.00 Hell Fire 34.95/ 18.00 
Dragon's Curse —-39.95/20.00 + Hard Dnvin’ 39.95/20.00 
Dungeon Explorer 29.95/15.00 Herzog Zwei 29.95/ 15.00 
Fantasy Zone 34.95/18.00  -/nsector X 39.95/23.00 
Fighting Street (CD) 29.95/15.00 Joe Montana Football 44.95/25.00 
Final Lap Twin 34.95/18.00  Kilax 39.95/25.00 
Galaga ‘90 34.95/18.00 Lakers vs. Celtics 39.95/23.00 
JJ and Jeff 29.95/15.00 _—_ Last Battle 29.95/ 15.00 
King of Chicago = 29.95/15.00 | Mondu’'s Fight Palace  34.95/18.00 
Legendary Axe 29.95/15.00 -~Moonwalker 34.95/ 18.00 
Legendary Axe // 39.95/25.00 _-Mystic Defender 29.95/ 15.00 
Military Madness 29.95/15.00 _— Pat Riley Basketball  39.95/20.00 
Monster Lair (CD) 29.95/15.00 _/ Phantasy Star II 44.95/25.00 
Moto Roader 34.95/18.00  Phelios 34.95/ 18.00 
Neutopia 29.95/15.00  Populous 34.95/ 18.00 
Ordyne 29.95/15.00 Rambo Ill 29.95/ 15.00 
Pac Land 24.95/12.00 Revenge of Shinobi 34.95/ 18.00 
Power Golf 34.95/18.00 Shove It 24.95/ 12.00 
R Type 29.95/15.00 Soccer 29.95/ 15.00 
Shanghai 29.95/15.00 Space Harrier II 29.95/ 15.00 
Side Arms 29.95/15.00 Spiderman 34.95/ 18.00 
Sonic Spike 29.95/15.00 | Super Hang On 29.95/ 15.00 
Space Harrier 34.95/18.00 Super Hydlide 29.95/ 15.00 
Splatterhouse 39.95/20.00 Super Monico GP 39.95/20.00 
Takin it to the Hoop 34.95/ 18.00 r Thunder Blade  24.95/12.00 
Tiger Road 34.95/18.00  Stper Volleyball 39.95/23.00 
Timeball 34.95/18.00 Sword of Vermillion —_54.95/30.00 
TV Sports Football 34.95/20.00 Aarget Earth 29.95/ 15.00 
Victory Run 24.95/12.00  Technocop 39.95/23.00 
Vigilante 24.95/12.00  Thunderforce II 29.95/ 15.00 
World Class Thundertorce Ill 39.95/23.00 
Baseball 34.95/18.00 | Tommy Lasorda Bball 39.95/20.00 
World Court Truxton 29.95/ 15.00 
Tennis 29.95/15.00 Whip Rush 34.95/ 18.00 
Wyse (CD) 39.95/20.00 Wrestle War 39.95/20.00 
All Used TurboGrafx 16 Zoom 24.95/ 12.00 


cartridges must include plastic 
case and instructions. 


All Used Genesis cartridges must 
include plastic case and instructions. 


Titles in /TAL/CS are new and may or may not be available, please call for 
availability. All Used Cartridges have a 90 day warranty and are subject 
to availability. Although prices are subject to change without notice, most 
prices will be effective through January 31, 1991. We reserve the right to 
refuse any sale or purchase. Allow 14 working days for personal checks to 
clear, send money order for faster processing. Due to the nature of game 
cartridges, we are unable to give refunds . For UPS shipping, add $4.50 
for the first two cartridges and $.50 for each additional cartridge. Street 
addresses only - No P.O. Boxes. Alaska, Hawaii and Canada $10.00 
Minimum. California Residents add 6.75% tax. If you are unclear about 
any of our policies, procedures or prices, please call. 


Send your Cartridges to: 


BRE vev.ve 


Software 


352 W. Bedford, Suite 104 
Fresno, CA 93711 


(209) 438-4263 


FAX (209) 432-2599 
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adaptable to the needs of game- 
players from different cultures. 

Game content also presents 
problems. American popular cul- 
ture can spread throughout the 
world, but people outside our 
country won't always share an 
understanding of the subtle 
nuances of pop culture. A U.S.- 
based design house faces this type 
of problem when it tries to export 
a game to other countries. Just 
as a Japanese entertain- 
ment company faces a 
similar problem with its 
exports. There is, howev- 
er, one major difference. A 
Japanese company is_ often 
attempting to interpret American 
pop culture to Americans. By con- 
trast, our game makers are more 
likely to be presenting American 
pop culture to foreigners. 

Check out some of the prod- 
ucts based on U.S. licenses that 
have been done abroad. | won't 
unfairly single out one or two of 
the many ludicrous examples, but 
| think we can all agree that many 
games are little more than a set 
of graphics tied to a license, 
grafted to the same old scrolling 
side-perspective, jump-and-shoot 
play mechanics. 

This raises the issue of repetitive- 
ness. Often foreign software seems 
to be another helping of the “Same 
Old Thing” with small improve- 
ments in graphics and sound. 

These British, Japanese and 
Europeans aren't stupid, so why 
do they stay in the same narrow 
trench of creativity? Don’t look at 
me for a definitive answer, but | 
have a little theory: 

It has been awhile since anyone 
called the United States “the Great 
Melting Pot” without an embar- 
rassed smile. The sons and daugh- 
ters of immigrants put up barri- 
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cades to keep newer arrivals from 
crossing the borders to merge 
with American culture. 

Despite the modern outbreak of 
xenophobia, the United States 
encompass- 
es the most 


diverse, 


mobile 





SOCi- SN 
ety on SS 

Earth. Though 

our heterogeneous society causes 
strife from time to time, it has 

some definite advantages over 
more homogeneous ones. 

A British design group returns to 
the /mpossible Mission template, 
because that’s what most U.K. 
gamers want. As long as folks will 
pay for /mpossible Mission clones, 
other folks will produce them. 
There’s nothing wrong with that 
either. It’s called satisfying the 
demands of the market. 

Why don’t U.S. development 
groups fall into similar ruts? Indi- 
vidual teams do. When that hap- 
pens, however, the U.S. market 
forces them to either try some- 
thing new or get a day job. Other 
companies with fresh ideas move 
in to claim a share of the gaming 
public’s attention and dollars. 

The rise and fall of Infocom is a 
perfect illustration. Infocom want- 
ed to keep producing text adven- 


tures, but American gamers 
became jaded with the format. 
They started buying ever-smaller 
quantities of each new Infocom 
title until sales sank low enough to 
persuade the company, now part 
of Mediagenic, to try something 
different (such as Battletech). 
The American gaming 
audience is not commit- 
ted to one or two types 
of games. Our design- 
ae ; ers have learned to 

Gioiiime keep searching for 

VEG new and innovative 
; " play-mechanics, game 
elements and victory condi- 
tions. There is less impetus to 
find something fresh when 
game buyers express a clear 
preference for more of the same 
tried-and-true formats. 

As long as designers stay within 
their domestic markets, this works 
beautifully. But when a U.S. com- 
pany takes a game to England or a 
Japanese outfit brings one here, 
the conditions under which the 
product was designed do not nec- 
essarily fit the environment in 
which it must be sold. 

So final responsibility for mak- 
ing the international software 
community work for the benefit of 
gamers everywhere falls squarely 
on our U.S. publishers. They con- 
trol the number and type of games 
imported to this country. 

They don’t always take this 
responsibility seriously enough. In 
search of a solid bottom line for 
the current fiscal year, they ignore 
the effect a surplus of inappropri- 
ate product has on potential mar- 
ket growth. U.S. gamers want and 
need the best games the world’s 
software developers can produce. 
And the keyword, if our electronic- 
gaming hobby is to thrive in the 
1990s, is assuredly “best.” J 
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18001 Cowan Street, Suite A 
of Irvine, CA 92714 
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Beginning this month, VG&CE welcomes 
another column, Fandango, to its pages. 
Thanks to the great response Arnie Katz 
has received from his call for reader-creat- 
ed fanzines, each issue Arnie will review 
some of the submissions he’s received. 


Tech Trek #1 

Edited by Tom Hiley 

3508 Mountain Lane 

Birmingham, AL 35213. 

No stated frequency or price 

Computer-printed 

Nine pages 

The editor and his staff of three offer 

reviews of games for the Genesis 

(Forgotten Worlds, Ghouls ‘n’ Ghosts), 

NES (Teenage Mutant Ninja Turtles, 

Ultima) and home computers (Wasteland). 

A short piece on role-playing games and a 

page of video-game tips fill out the issue. 
The reviewers, who should be credited 

at the end of each piece, do a good job of 

describing the game, but Tech Trek suffers 

the usual first-issue birth pangs. Time has a 

way of curing such flaws, however, and the 

content is reasonably interesting. 


SEGA Scope #3 

Edited by Adam Query 

125 Hunting Hill Drive 

Mt. Airy, NC 

Quarterly—$1.50 per issue 

12 pages 

This 14-year-old fanzine editor really knows 
his Sega Genesis! Query is an extremely 
strong fan of the 16-bit system, as his caus- 
tic editorial about the Neo*Geo clearly 
shows, and his Sega Scope is best when 
Query goes with his strength: concentrat- 
ing on his favorite system, as he does in 
“Mega Tips: Mini Bosses,” which offers 
ideas for defeating three of the peskiest 
foes in the Genesis catalog. 





REVIEWS OF RECENT 
ELECTRONIC-GAMING 
FANZINES 


by Arnie Katz 


Sega Scope has some features you 
won't find in every fanzine. These include a 
classified-ad section, an address list of 
video-game publishers and a vanity board 
where readers can post their Sega Genesis 
achievements. 

A one-page article on the future direc- 
tion of video gaming should spark com- 
ments from readers. Query discusses the 
strategies of Sega, NEC and Nintendo, 
though he neglects to take into account 
the fact that companies target different 
audiences. 

Comic books and children’s television 
shows may be the ideal way to bring the 
NES (and Super Famicom SFX) to the 
notice of likely buyers, but there may be 
better ways to reach those most likely to 


Attention Fanzine Readers 

If you want to see sample copies of many of the top current 
fanzines—or if you’re a fanzine publisher looking for names for a 
mailing list—VipEoGAmeEsS & COMPUTER ENTERTAINMENT can help you. The 
Fanzine Readers List is available to any fanzine editor who sends a 
self-addressed stamped envelope. Anyone can be included on the 
list by writing to us. In either case, the address is Arnie Katz, 330 
S. Decatur, Suite 152, Las Vegas, NV 89107. 

The first Fanzine Readers List, with over 100 active names, is 
currently available. A new one, with every name re-qualified, will 
be ready for distribution in early January, so get those names to 


me as quickly as possible. 


Also, a sample copy of Megagaming, the biweekly “Voice of 
Electronic Gaming,” is available for $1 from Arnie Katz, Bill Kunkel 
and Joyce Worley (330 S. Decatur, Suite 152, Las Vegas, NY 
89107). Each issue contains news, previews, fanzine critiques, a 
forum for fan-oriented questions, columns and more. 





buy one of the two rival 16-bit consoles, 
like ads on MTV, for example. 


THe Harb Rock Arcape #1 

Frank Eva 

7570 S. Manor Ave. 

Oak Creek, WI 53154 

Frequent—No price listed (send $1 for a 
sample) 

12 pages. 

Family amusement centers aren’t what 
they once were, but arcades still furnish a 
surprising number of the designs that 
grace home systems, examples range from 
Double Dragon to Strider. Editor Frank Eva 
has decided to devote his fanzine to cover- 
age of the coin-snatchers. The Hard Rock 
Arcade is a “must have” for fans of this 
type of electronic gaming. 

Eva, who has written reviews for vari- 
ous magazines, is one of the best writers to 
hit electronic-gaming fandom. The 12 
pages, in neat three-column layout, are 
packed with news and reviews that com- 
municate a lot in an entertaining manner. 

Frank covers home translations for the 
Amiga and Genesis as well as commercial 
coin-ops, so there’s plenty of meaty materi- 
al even for those who don’t feed a lot of 
quarters into those hungry coin slots. In 
just one issue, Hard Rock Arcade has vault- 
ed into the “top five” of electronic-gaming 
fanzines. | have only a couple of small sug- 
gestions: Justify the right-hand margins of 
each column, and print a colophon with 
editorial information. 


ARENA #1 

Ralph Barbagallo 

3 Village Way 

North Andover, MA 01945 

Frequent—$1 per issue 

Eight pages 

The first issue covers the full range of 
video and computer gaming with news, 
short articles and plenty of sophisticated 
tips. The explanation of Sega’s 8-bit future, 
the update on the TurboGrafx-16 and a 
release schedule for Lynx software are fea- 
tures sure to interest most readers, as are 
the sections of video-game reviews and 
hints. Editor Barbagallo evidences a solid 
command of the English language as well 
as the subject matter, though the format of 
future issues will, hopefully, make better 
use of the space. 

Barbagallo adds something I'd like to 
see in more fanzines: personal information 
about the editor. In this case, a short histo- 
ry of his own involvement with electronic 
gaming. Since fanzines are a medium of 
personal expression, a bit of biography 
about the people behind the pages is 
always highly interesting to this reader. 
Arena looks like an up-and-comer; send for 
a sample, and get in on the ground floor. i 
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[] Yes! Send me my free sample premier issue! 


NAME 


ADDRESS 


CITY/STATE/ZIP 


(Limit one issue per name. Please send original coupon only—no photocopies accepted.) 


Mail to: TUABOPLAY 
9171 Wilshire Blvd., Suite 300 
Beverly Hills, CA 90210 ATTN: Subscriptions 


Foreign add $10. 
NEC and TurboGrafx-16 are registered trademarks of NEC Technologies (U.S.A.) Inc. 














[_] Sign me up for 6 issues of TurboPlay for the charter 
subscription rate of $9.95! 


NAME 
ADDRESS 


CITY/STATE/ZIP 
[_] Payment Enclosed —Chargemy []Visa [_] MC 
# a 


Signature 
MONEY BACK ON UNMAILED ISSUES IF NOT SATISFIED! 
MAKE CHECKS PAYABLE TO L.F.P. INC. Mail to: TuRBoPLay, P.O. Box 16928, N. Hollywood, CA 91615 


OFFER EXPIRES APRIL 25, 1991 
CLNAW 
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Nile ever: Final 


game (titel) Fantasy i ‘is. co soon as you open ‘the. feXeKd Kole[s 

and see the colorful 80-page strategy guide, you know that 
this game is a quality product. However, the guide covers only 5. | 

the first half of the game, ae Has fest; ee the! adventurer to figurem:. 
out for himself. eae oe. | ti 
VG&CE to the rescue! We'll tell, you ‘alll you treat to know to complete & 
this epic fantasy, and we'll supply a few extra hints that’ iT make your questa 
for. the light of the orbs a little easier.) 9 ae 
This month we have a bunch of general ipsa Use hom c increase your : 
adventuring savvy in preparation for the tough challenges to come. At the end _ 
of this article, we'll give you a quick look « Chi Part 23 of Final Fantasy, which we ‘I oes 
finish up next month. Stay tuned! fee re ek . % 
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nother full office, | see. Yes, | know | 
Brees to Las Vegas to relax and 
semi-retire, but you see how it is. 
First one old patient, then another showed up 
on my doorstep and, well, | never have been 
able to say “no” to a sick ROM cartridge. 
Then | installed those slots and poker 
machines in the waiting room, and things 
went completely insane! 
Still, the only way I’m going to get to the 
Jacuzzi today is by clearing out some of 
these Qs, so let's get on with it. 





| have some questions about coin-op 
machines. | want to know what kind of micro- 
processors and graphics processors are used 
in machines like Out Run and S.T.U.N. Run- 
ner and how the creators make these kinds of 
games. I’m a programmer and I'm truly inter- 
ested in this information. Can you tell me 
where | can get magazines and books about 
developing professional games or other, 
related information? 
—Armando Rodriguez M. 
Mexico D.F. 





The single advantage that coin-ops have 
traditionally possessed over video- and com- 
puter-game systems is their flexibility. Once a 
game’s concept has been sufficiently devel- 
oped, the manufacturer can determine the 
type of technological presentation that suits a 
particular game. At that point, the hardware 
system best able to support this particular 
software can be custom assembled. 

These days, however, the realities of a 
sluggish market have forced arcade opera- 
tors to become much more dependent on kit 
technology, in which the arcade owner buys 
game systems and supplemental software 
rather than a series of individual games. 
When a title has begun to lose its steam, the 
Owner can buy new software, some accom- 
panying cabinet art and, voila!, he has a new 
coin-op at a cost of hundreds, rather than 
thousands, of dollars. 

Some coin-ops are run by humble home 
computers, like the Amiga, and their software 
operates much like home computer games. 
Other popular arcade hardware systems 
include Capcom's CPS and SNK’s NeoGeo 
(the NeoeGeo MVS25-4 can run up to four 
games in a single cabinet). 

Coin-ops still use special equipment, of 
course. Williams’ Smash TV employs 32-bit 
technology. State-of-the-art joysticks, con- 
trollers and special high-resolution monitors 
have been commonplace for over a decade. 
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Advice From the 
Silicon Sage 


by 
the Game Doctor 


The coin-op industry has been extremely 
reluctant to reveal the specifics of its game 
design and programming processes. Even 
trade magazines like RePlay contain precious 
little in terms of technological insight. The 
design and programming process is, howev- 
er, quite similar to the video- and computer- 
entertainment industry's. All games begin 
with a concept, go to storyboards and are 





| own a C-128D computer, and | have a 
few responses for reader’s past questions. 
First of all, the V-MAX! problem could also lie 
in the software. Copy protection through V- 
MAX! is indeed a pain, but it has to be done 
because of pirates. And there are a /ot of 
them out there. 

Also, Paul Kowalski was wondering why 
the Atari and C-64/128 don’t have high-quali- 
ty graphics. | don’t know about Atari, but, in 
my opinion, the Commodores do have high- 
quality graphics. If you can, Doc, pick up TV 
Sports: Football, the Three Stooges or just 
about any game for the C-64. The high quali- 
ty especially shows in TV Sports: Football. 

One reason Paul might think the Com- 
modores don't have high-quality graphics is 
because of the 16-color limit. I’ll note, 
though, that a new C-128 80-column program 
has the equal of an Amiga’s high-res screen. 
(It's a painting program, /Paint.) But | have a 
question: Why do most companies ignore the 
128/128D? I'll admit, I'm using 64 mode to 
type this, but with a RAM expansion unit, a 


128 can have one meg of RAM! Plus, get a 
hard drive and you have about six megs 
total. | know, | know: “At that cost, why not 
buy an IBM or Amiga?” A reason | stuck with 
the128 is because of the number of games 


available, the GEOS Operating System, the 
~ SID chip, the graphics chip...the list is almost 


endless! 
—Paul McAleer 
Berwyn, Illinois 





| hate to get into these discussions, Paul, 
because people become so emotionally 
attached to their computers and video-game 
systems that they interpret any slighting of 
their system as a personal insult. The fact is, 
however, that “high-quality graphics” is a 
meaningless term. The key question is: Com- 
pared to what? Compared to the Atari 2600, 
the C-64/128 does have high-quality graphics; 
compared to the Amiga, a VGA IBM PC sys- 
tem or the Sega Genesis, it doesn’t. That 16- 
color limitation is a killer and the reason why 
C-64 graphics simply aren't as good as those 
on 16-bit systems. Certainly the games you 
mention look great, but the Amiga versions 
look and sound a lot better. 

As to why nobody produces games for 
the C-128, it’s simple: No sane publisher is 
going to produce a Commodore game that 
excludes the C-64 market. The number of 
users with the sophisticated C-128 configura- 
tion you describe wouldn't pay to have the 
documentation written, I’m afraid. Little 
enough software is being produced for the C- 
64, after all, because it is a dying market; 
imagine how publishers look at the C-128! 

Hope | didn’t bring you down, Paul. It’s 
great that you love your computer and are 
getting the most out of it, but if the reason 
you're sticking with it is for “the number of 
games available,” you'd better start thinking 
about IBM PC. There will probably be more 
game titles released for IBM PC computers 
this month than will be released for the C- 
64/128 this year. 

By the way, | loved the computer art on 
your envelope. And speaking of super enve- 
lope art, our next questioner wins the all-time 
Game Doc award for Most Attractive Enve- 
lope. Great stuff, you guys! 





| understand that the TurboGrafx-16 is 
only able to paint one page of background. 
However, I’ve noticed on games like R-Type, 
Darius and Download (for the PC Engine) that 
there are two or more moving backgrounds. 
continued on page 135 
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continued from page 130 

It is most astounding, in the game Download, 
when you enter into the computers. How is 
this done? 

Also, how do they make stars sparkle 
(Blazing Lazers, Galaga ‘90, R-Type, etc.) and 
lights seem to flash (Alien Crush, Galaga ‘90, 
R-Type, etc.)? 

—Richie Check 
Bethlehem, Pennsylvania 


a nse et 
The wizards at NES tell me that the multi- 
ple-background effect is achieved by using 
raster-scan interrupts. You set the interrupt 
and then change the scrolling (i.e., change 
what you see from that point on). The Turbo- 
Grafx-16 can run so many sprites on a scan 
line that this effect is apparently pretty sim- 
ple to accomplish, as long as it doesn’t 

exceed 16 sprites per scan line. 
The flashing effect is, according to the 
same engineers, done by “rewriting the 


palette RAM on a time basis.” And thanks 
again for the great envelope art! 


q vest io n 


| have always wanted a CD-ROM drive for 
my Macintosh Ilcx [but] my mom says she 
will not buy me one until they can read and 
write to the CD in the drive. Could you please 
tell me if there is a CD drive that can read and 
write to a CD and, if so, how much it costs? 
—Matt Ross 
El Cajon, California 


a nsyW e f 


= 


Boy, those moms out there are sharp ! 
Time was, most moms thought ROM was an 
alcoholic drink that you mixed with cola! 

Sorry, Matt, as far as the Doc knows, the 
current CD drives use CD-ROM technology 
and ROM means “read only memory.” So 
while they can read the CD, they can’t write 
to it. CD-I, however, which is the next CD for- 
mat we'll be hearing about, is /nteractive CD 
and does allow users to do neat things like 
replace the on-screen player-character with a 
digitized photograph of themselves. 


q Vesti o n 


| never bothered [with] U.S. game maga- 
zines because they were too expensive com- 
pared to the European ones, but since | got 
the Game Boy, | must say that U.S. mags are 
best on Game Boy info. 

| would like to comment on the handheld 
console war that is about to explode this 
year. Most people who will buy a handheld 
console already own a computer (| own an 
Atari ST) or a home console. They will mainly 
be using the handheld console where their 
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TV/monitor-based system can’t be used; in 
the bus, train, at school or work—and all 
places in between. | don’t think that people 
want to spend too much on a handheld con- 
sole because they already spent [so much] to 
get their home [system]. That’s why the 
Game Boy is such a success. And with its 
long battery life, it's way ahead of the Lynx or 
NEC's TurboExpress. 

The Game Boy’s limited graphics are its 
strong point! Let me explain: It has forced 
game designers to concentrate on sheer 
playability rather than just flashy graphics, as 
| have seen so often on my ST. No doubt the 
high-res color handhelds will have to cope 
with many games that rely mainly on flashy 
graphics. 

| don't know what the point is with the 
Prize Packet winner department, but if | win 
then I'll go for some Game Boy games! 

—Jay Lee 
Netherlands 


amare t 


You make an excellent point, Jay, and | 
couldn't agree with you more. The limited 
graphic capabilities of the Game Boy compel 
designers to stress what we old-timers used 
to call play value. So many of today’s games 
are based on a conquer-the-game mentality 
that play value has almost become an anti- 
quated notion. The reason you play a game 
like Super Mario Bros. is to conquer it; i.e., to 
kill all the monsters and bosses, collect all the 
goodies and get to the end of each scenario. 
In the old days, we played games because 
they were fun, not out of some compulsive 
need to defeat each and every new program. 
The experience of playing the game was suf- 
ficient to bring us back, and, as a result, | find 
myself enjoying the better Game Boy titles 
(Tetris, Kwirk, etc.) more than most of the 
newer NES games. | 

Great to hear from a Netherlands gamer, 
Jay. Yours is one of the countries | have 
always wanted to visit. Write again and keep 
us posted on developments in your part of 
the world. To encourage you, this month's 
Game Doctor Prize Packet is on its way. No, it 
doesn't include software—just game-related 
goodies like buttons, T-shirts, etc.—but | hope 
you'll like it anyway. 


questio n 


I'd like to take issue with your response to 
the letter sent by Paul J. Kowalski in which 
you stated that the Genesis “blows away” 
comparable Amiga graphics. I’m not an 
Amiga owner, but | am an admirer of the 
machine's power, and it can outdo anything 
the Genesis or TurboGrafx-16 can produce. 

The Genesis can produce a display of 
320x224 pixels, while the Amiga can display 


640x400 pixels, with up to 4096 colors in 
HAM (hold and modify) mode. Also, the 
Amiga can be called a “dedicated” graphics 
machine, since it has special processor chips 
to help with graphics and take some of the 
load off the CPU. Anyone who has seen such 
terrific games as /t Came From the Desert 
and Lords of the Rising Sun (both Cine- 
maware) on the Amiga will realize that it is 
far superior to the Genesis. 

—Eugene Kuzinski 

Pittsford, New York 


ll admit that “blows away” was perhaps 
too strong a description to use in comparing 
the systems, Eugene, but the fact is, when 
playing action-oriented arcade games, | find 
the Genesis outdoes the Amiga pretty consis- 
tently. Sure, the Amiga has loads of neat 
capabilities, but the fact is that many Amiga 
games—especially arcade-style titles—are ST 
ports that don’t take advantage of those 
superior capabilities. 

The Cinemaware titles you mention repre- 
sent acknowledged state-of-the-art on the 
Amiga, but | see darned few Amiga games 
that compare to the best Sega 
Genesis/MegaDrive titles (Revenge of Shino- 
bi, Rambo Ill, Super Monaco GP, Batman, 
Afterburner Il, etc.). In fact, my biggest disap- 
pointment concerning the Amiga, aside from 
Commodore's apparent inability to market it 
successfully in this country, is the mediocre 
quality of most of its action games. When I’m 
looking for an intense, arcade-type experi- 
ence, I'll take the Genesis or even the Turbo- 
Grafx-16. | don’t care what the specs say; | 
know what | like. 





Why is everyone on you? You are the 
supreme gamemaster. You had a question in 
the September ‘90 issue about the coin-op 
Space Invaders. |n the thick [of battle], if you 
destroy all the scrambling critters except for 
those on the bottom two rows, a big explo- 
sion occurs. 

So, the Tele-Genesis modem looks good, 
but is it? No word has come about game 
compatibility. 

—Brian Watts 
Blue Springs, Missouri 


as Aer 


Why is everyone “on” the sainted Game 
Doc? Heaven only knows, Brian. Expressing 
an opinion can be a dangerous thing, since 
there are bound to be folks out there with 
opposing viewpoints. But that’s what we’re 
here for, so | make it a practice of running the 

continued on page 179 
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COR. CHAOS 
OOOR. JEKYLL & MR. HYDE 
CIDONKEY KONG 
CIDONKEY KONG CLASSICS 
CODONKEY KONG 3 
CODONKEY KONG JR 
CODONKEY KONG JR. MATH 
CODOUBLE DRIBBLE 
CODRAGON POWER 
CODRAGON WARRIOR 
COFAXANADU 
OFIGHTING GOLF 
COFREEDOM FORCE 
COGALAGA 
COGHOSTBUSTERS 
CGOLGO 13 
COGOONIES 11 
COGUERILLA WARS 
COGUNSMOKE 
COGUARDIAN LEGEND 
OGYRUSS 
COHOOPS 
OHYDLIDE 
Ol CAN REMEMBER 
CIMPOSSIBLE MISSION 2 
DINFILTRATOR 
CIRONSWORD 
QJOUST 
COKARNOV 
OKID NIKI 
COKINGS KNIGHT 
COLEGACY OF WIZARD 
COLEGEND OF ZELDA 
COLEGENDARY WINGS 
COLODE RUNNER 
COMAJOR LEAGUE BASEBALL 
COMAPPY-LAND 
COMICKEY MOUSECAPADE 
CMILLIPEDE 
COMILON'S SECRET CASTLE 
CIMONSTER PARTY 
CIMYSTERY QUEST 
OCONINJA GAIDEN 
COPACMAN 












CPEBBLE BEACH 
CP’ RADIKUS 
COPINBALL 
CIPREDATOR 
COPRISONER OF WAR 
CIPRO WRESTLING 
COPUNCH OUT 
CIQBERT 

RBI BASEBALL 
RACKET ATTACK 
RAD RACER (3-D) 
CORAID 2020 
CORAMPAGE 
CIRESCUE 

CJROAD BLASTER 
CIROAD RUNNER 
COROBO WARRIOR 
OCOSEICROSS 
CISESAME ST. ABC 
COISESAME ST. 123 
CISHOOTING RANGE 
COSIMON'S QUEST 
COSKY SHARK 
COSLALOM 

COSTAR SOLDIER 
COSTINGER 
CISUPER DODGE BALL 
CITABOO 

COTAG TEAM WRESTLING 
COTHUNDERCADE 
JTO THE EARTH 
COTWIN COBRA 
COTWIN EAGLE 
COVINDICATORS 
CIWORLD GAMES 
COWRESTLEMANIA 
COXEXYZ 


WE SELL $29.95 
WE BUY $15.00 


COABADOX 

CA BOY AND HIS BLOB 
COADVENTURES OF LOLO 2 
CALL PRO BASKETBALL 
OOBACK TO THE FUTURE 
COBAD DUDES 

COBAD NEWS BASEBALL 
COBASEBALL SIM. 1.000 
OOBATTLE OF OLYMPUS 
COBLACK BASS 
COBUBBLE BOBBLE 
OBUGS BUNNY 
COCALIFORNIA GAMES 
COCASINO KID 
COCHESSMASTER 
CICHUBBY CHERUB 
CICODE NAME: VIPER 
OCYCLE SHOOTING 
OIG DUG 2 

CODOUBLE DARE 
CODOUBLE DRAGON 
CODYNOWARZ 
COELEVATOR ACTION 
COEVERT AND LENDL TENNIS 
CIFANTASY ZONE 
CFAST BREAK 
COFESTERS QUEST 
CIFIST OF NORTH STAR 
CIFLYING DRAGON 1 
COGALACTIC CRUSADER 
COGHOSTBUSTERS 2 
OGOAL 

COGODZILLA 

COHEAVY BARREL 
COHOLLYWOOD SQUARES 
COINDIANA JONES 
CUJEOPARDY 
CIJEOPARDY JR 
CUJORDON VS. BIRD 
OKID KOOL 

OXKID ICARUS 

COKINGS OF THE BEACH 


CjO0) 


C) 



















check 


sizes S. M.L. XL. 


OKNIGHT RIDER 
CLUNAR POOL 
C)MAGIC OF SCHEHERAZADE 
CJMARBLE MADNESS 
CMARIO BROS 
CJMARVEL'S XMEN 
CIMEGAMAN 2 
CMIGHTY BOMB JACK 
OMISSION COBRA 
CMS. PACMAN 
CINAT'L FOOTBALL LEAGUE 
ONINJA KID 
CPAPER-BOY 
C)PERFECT FIT 
COPHANTOM FIGHTER 
CPINBOT 
CPOPEYE 
ORING KING 
ORIVER GITY RANSOME 
ROBO DEMON 
OROCK N BALL 
CROGER RABBIT 
OOROLLING THUNDER 
COROMANCE 3 KINGDOMS 
CSHADOWGATE 
CSHINOBI 
OSILENT SERVICE 
COSILKWORM 
COSNAKES REVENGE 
COSNOOPY 
OSOCCER 
CSOLOMONS KEY 
OSOLSTICE 
CSQO0N 
OSTEALTH 
OCSTRIDER 
COSUPER CONTRA 
COSUPER OFF ROAD 
COSUPERSPIKE V BALL 
COSUPER SPRINT 
COSUPER MARIO BROS. 2 
CSUPERMAN 
OOSUPER PITFALL 
COTARGET RENEGADE 
OCOTECMO BASEBALL 
OTECMO BOWL 
COTERRA CRESTA 
OTETRIS 
OCOTHREE STOOGES 
OCOTOOBIN 
OTOP GUN II 
COTURBO RACING 
OULTIMA 
OCOVEGAS DREAM 
OWILLOW 
COWHEEL OF FORTUNE 
COACTION KUNG FU 
COADV IN MAGIC KINGDOM 
COARKISTAS RING 
COBATTLE CHESS 
CIBIGFOOT 
COBOULDER DASH 
CICABAL 
CICAPTAIN SKYHAWK 
CICASTLE OF DRAGON 
CICAVEMAN GAMES 
HIP N DALE 
CICIRCUS CAPERS 
CICONFLICT 
CODEXTERITY 
CODRAGON SPIRIT 
CIDUGEON MAGIC 
CIDUSTY DIAMOND 
13 SOFTBALL 
A EINAL MISSION 
FGALAXY 5000 
GILLIGANS ISLAND 
C!MAGE FIGHT 
CINDIANA JONES LAST CR 
CJEOPARDY 25th ANNIV 
COKIWI KRAZE 
CLAST STARFIGHTER 





OLITTLE NEMO 
OOLOW-G-MAN 

CIMAD MAX 

CIMAFAT CONSPIRACY 
COMASTER CHU 
CIMECHANIZED ATTACK 
CIMENDEL PALACE 
COMISSION COBRA 
CONARC 
COPESTERMINATOR 
COPICTIONARY 

CIPIPE DREAM 

COPIRATES 

CIPRINCESS TOMATO 
CJPUSS N BOOTS 

CORAD RACER I! 

CORALLY BIKE 

COREMOTE CONTROL 
CIRESCUE RANGERS 
COROCKET RANGER 
CISHINGEN THE RULER 
CISILENT ASSAULT 
COSKULLS & CROSSBONES 
CISTARSHIP HECTOR 
CISWORDS & SERPENTS 
CITAGIN DRAGON 
CITECMO WORLD WRESTLING 
COTIMELORD 

LITOMBS & TREASURES 
OOWALL ST. KID 

COWHEEL OF FORTUNE JR. 
COWIZARDRY 

COWORLD CHAMP WRESTLING 
COWORLD GRAND PRIX 


Jad ST. BRAWLER 
SMETAL FIGHTER 


—SPOT 

FROLLERBALL 

OWIN LOSE OR DRAW 
COWRATH OF BLACK MANTA 


WE SELL $34.95 

WE BUY $20.00 
BASEBALL STARS 

CpBASES LOADED |! 
BATMAN 

CoCHAMPIONSHIP BOWLING 

CDOUBLE DRAGON |! 
DUCKTALES 

CGENGHIS KHAN 

CYACK NICKLAUS GOLF 
NINJA GAIDEN II 

C)NOBUNGAS AMBITION 

CRB! BASEBALL |! 

(ROBOCOP 

fF) TEENAGE MUTANT NINJA 

C)WHEEL OF FORTUNE 

( (Family Edition) 

QCOTOTAL RECALL 

CODICK TRACY 


FINAL FANTASY 


NEC 
TURBOGRAFX- 16 


WE SELL $29.95 
WE BUY $15.00 


CUALIEN CRUSH 
C)BLAZING LAZERS 
CICHINA WARRIOR 
CJDEEP BLUE 
CJDRAGON SPIRIT 
CJDUNGEON EXPLORER 
CIFANTASY ZONE 
COFINAL LAP 
CIGALAGA 90 
CILEGENDARY AXE 
CMOTO ROADER 

— PAC-LAND 


At PLAY IT AGAIN, we have been buying and selling used Video Game Cartridges 
by mail order since 1982 (originally as Forest Hills Used Video Game Cartrid 
You can sell us those Nintendo, Sega, Genesis. Turbografx-16 and Atari 2600 car- 
tridges you don't play anymore. We will send payment within 7 to 10 days of receipt 
of your cartridges. We offer a one-year limited warranty on all used Nintendo. and 
Sega cartridges. We also sell accessories for all three game systems. We will ship your 
order within 30 days. If we are unable to completely fill your order we will refund your 
money and send you a 10% discount coupon good for 1 year on all the products we 
sell. If ie love to play video games then you'll love us. For complete current price list 

ist for over 800 titles. send (3) Three 25‘ stamps to: PLAY IT AGAIN, P.O. 
Box 6718, Dept. List. Flushing. NY 11365. For lifetime club membership which in- 
cludes FREE PLAY IT AGAIN T-SHIRT. 12 bi-monthly price lists. 5% discount on all 
purchases. We pay members 10% above the quoted prices when they sell cartridges. 
unadvertised specials for members only. Send $30.00 to Dept. ESN. State T-shirt 


sInc.). 


OUR 18TH CONSECUTIVE AD IN THIS MAGAZINE 


COPOWER GOLF 

R-TYPE 
FSIDEARMS 
FVICTORY RUN 
VIGILANTE 
CWORLD CLASS BASEBALL 
COWORLD COURT TENNIS 
COFIGHTING STREET 
SPACE HARRIER 
MONSTER LAIR 


COORDYNE 
COTAKIN IT TO THE HOOP 


SEGA GENISIS°® 


WE SELL $29.95 
WE BUY $15.00 


OOLAST BATTLE 
CORAMBO II! 

OSOCCER 

QOSUPER THUNDERBLADE 
COTHUNDER FORCE |! 


IR DIVER 
LEX KIDD ENCH. CASTLE 
FORGOTTEN WORLDS 
OLDEN AXE 
GHOULS AND GHOSTS 
CHERZOG ZWEI 
MYSTIC DEFENDER 
CREVENGE OF SHINOBI 
SHOVE IT 
CSPACE HARRIER |! 


COSUPER HANG ON 

COSUPER HYDLIDE 

COTOMMY LASORDA BASEBALL 
COTOURNAMENT GOLF 
COTRUXTON 

OZ00M 


WE SELL $54.95 
WE BUY $30.00 


PHANTASY STAR II 
MISC. 


WE SELL $44.95 
WE BUY $30.00 


MEGAMAN 
SUPER MARIO BROS. 3 





United Parcel Service. If you order three or more Nintendo or 
order. All used Nintendo cartridges are sold with a one-year limi 


a I f . 

Matera Sage eae atone tee sd 20S sae eae Fusng, N'Y. LS Please Print Clealy Wrap carnage scuey yu se ot 

case for Nintendo cartridges and $2.00 for missing 3-D glasses. $3.50) will be deducted { phase iit ee : 2 ‘ aah * 
4 yuaAaTY We wl 


> cart | or any cartridge we have to sh 
Pay you using price list “20 effective February 1. 1991. We pay $1.00) for broken Nintendo cartridges 50¢ diniaciad for missing Atari instructions 


We are not related to or endorsed by any of the manufacturers of the 
products contained in th 
change without notice. Not responsible for typographical errors. All items subject to availabiiity. Peace ee 09) AN Se ee 
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E FROST IS ON THE PUMPKIN. GREAT BLANKETS OF SNOW 





COVER PREVIOUSLY GREEN HILLS. TIME TO DIG OUT THE 


WINTER CLOTHES, DUST OFF THE HOCKEY STICKS AND WAX 


THOSE SKIS. ALL SIGNS SAY THE TIME IS RIGHT FOR SOME 
ELECTRONIC WINTER GAMING. HOCKEY, SKIING, 
SNOWBOARDING AND OTHER COLD-WEATHER DIVERSIONS CAN 
BE EVEN MORE ENTERTAINING IN COMPUTER- AND VIDEO- 
GAME FORM THAN THEY ARE IN REAL LIFE, AND THE PLAYING 


CONDITIONS ARE INVARIABLY MORE COMFORTABLE. 


_SARIING FANATICS HAVE TO SPEND A WHOLE DAY SWOOSHING 
UP AND DOWN BITTERLY COLD SLOPES BEFORE THEY GET TO 
CUDDLE IN FRONT OF A ROARING FIREPLACE AND SIP HOT 


COCOA; ELECTRONIC SKI MAVENS CAN DO ALL OF THIS 


SIMULTANEOUSLY SANS THE BITTER COLD. HOCKEY PLAYERS 
HAVE TO SPEND 60 MINUTES BODYCHECKING, HIGHSTICKING 


AND ON-ICE SLAM DANCING, AFTER WHICH THERE'S A VISIT 
TO THE DENTIST AND THEN, FINALLY, THEY GET TO GUM DOWN 
A JUICY STEAK. HOCKEY SIMULATION DEVOTEES, HOWEVER, 
CAN HIT THE PAUSE BUTTON WHEN THEY GET HUNGRY, THEN 


ENJOY DINNER — WITH A FULL SET OF TEETH! 


Dike 
ing ie ies 


SS, THERE ARE DEFINITE ADVANTAGES TO WINTER GAME 


e 
% 

ae anit 
iii pa i 


SIMULATIONS OVER THE REAL THING. FUN IN THE SNOW IS 


EVEN MORE ENJOYABLE WHEN THE ENTHUSIAST IS 


COMFORTABLE IN A WARM LIVING ROOM. 
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GAMES FOR SLOPE-HEADS 


The earliest winter sport 
simulation was skiing, and, with the 
possible exception of ice hockey, it 
remains the strongest category in the 
winter sports genre. Atari produced 
a version of the sport for its 2600 
VCS, as did Magnavox for Odyssey? 
and Mattel for Intellivision. Skiing 
has traditionally been presented 
from a downward, vertically 
scrolling point of view. Gamers are 
generally able to move the on-screen 
athlete left or right and increase or 
decrease speed by manipulating 
the joystick. 

XOR Corp revised this 
conventional presentation recently 
in the Macintosh simulation 
MacSki for the Mac Plus, SE, SE/30, 
II-IIfx and Portable (with one MB 
of memory required for black and 
white and 2MB required for color). 
MacSki gives armchair slope-heads 
20 different courses, 
including an option to 
design a dream run; ski 
selection; visibility and 
weather conditions. This 
program includes 256 
weather configurations and 
a difficulty-select option. As 
the surrogate skiers race 
downhill, they must avoid 
various obstacles, including 
snowmen, penguins, igloos 
and snow bunnies. 

Alternative 
presentations, if less frequently seen, 
include the first-person or pseudo- 
first-person viewpoints. A first- 
person skiing game attempts to 
present exactly what the user would 
see while zipping down a slope. This 
type of presentation is extremely 
rare but was attempted back in the 
early ‘80s by Amiga. This is the same 
company that later produced the 
Amiga computer and sold it to 
Commodore. 
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Amiga broke into the business 
with software and a novelty 
controller for the Atari 2600 called 
The Joyboard. The Joyboard was 
E crs f~ 
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ELECTRONIC ARTS’ SKI OR DIE (KONAMI WILL ALSO BE 
BRINGING OUT AN NES VERSION). 


designed for use with surfing and 
skiing games, and users actually 
stood on the controller's flat surface 
and shifted their weight left, right, 
forward or backward in order to 
produce the desired on-screen effect. 
The tips of the player’s skis appeared 
on-screen to help the gamer steer. 

Pseudo-first person presentation 
uses a similar point of view but 
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employs a surrogate on-screen skier. 
This type of skiing simulation was 
attempted most successfully in the 
Broderbund release Downhill 
Challenge, by Microids, for the 
Amiga, Apple IIgs, Atari ST, C-64 
and IBM PC computers. This 
program makes extremely effective 
use of moving backgrounds to create 
the impression that one is streaking 
down the icy slopes. Downhill 
Challenge includes four events: the 
downhill, slalom, giant slalom and 
jumping, with a choice of courses 
in each category. 

The newest entry into the 
skiing sweepstakes, Ski or Die, 
uses a variety of visual 
presentations on its five snowy 
events. Created by Michael 
Kosaka (a co-designer on Skate or 
Die), Nana Chambers and Michael 
Abbot, Ski or Die takes an 
approach reminiscent of Skate or 
Die, even going so far as to 
reprise Rodney and Lester — 
the infamous father-and-son 
tag team who terrorized 
gamers in the earlier 
skateboarding simulation. 

Only two of Ski or Die’s 
quintet of events actually 
involve skiing: Downhill 
Blitz and Acro Aerials. 
Downhill Blitz is a mutant 
version of the classic 
downhill, in which the 
gamer skies over chalet roofs 
as well as the slopes. Acro Aerials is 
a ski-jump competition rendered in 
side perspective. 

Other events are Snowball Blast, a 
first-person perspective snowball 
fight; Innertube Thrash, a two-man 
downhill joust conducted on tire 
inner tubes; and Snowboard Half- 
Pipe, a snowboarding event 
rendered in pseudo-first-person 
perspective. 

continued on page 142 
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Looking for great game clues, tips 

and sectets? Be a charter member of 
the Asmik Klue Klub, The first 2,500 
members will receive a FREE GIFT! 
it’s easy ~ just purchase any Asmik Wie Fc ahead 








game and fil out the enclosed et 
reply card or send in the 
proof of purchase te 
the address 
below, . | 
: ; Rc eck, fy 
Boy 
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.. Seal of Quality : 
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ndo Entertainment System ae 
are trademarks of Nintendo of Ages Ine. 











Asmik & 
Corporation of America + 


¢ 100 challenging 
mazes 

© Build your own 
mazes with Asmik’s 
unique EDIT Mode 

e Rewind function 
allows you to 
travel backwards 
in time 

© 2 player capability 
with GAME LINK™ 
cable 








ame 





More than just a game of mind-bending intrigue and ee 
Catrap lets you be the architect of the underground labyrinth 
and make your own game of intricate mazes. With 100 
challenging puzzles to solve, only you can help Cathoy and 
Catgirl land on their feet. 


Looking for great game clues, tips 
and secrets? Be a charter member of 
the Asmik Kiue Klub. The first 2,500 
members will receive a FREE GIFT! 
It's easy ~ just purchase any Asmik 
game and fill out the enclosed 





KLUE KLUB 


50 North La Cienega Blvd. 
Suite 214, Beverly Hills, CA 90211 


in ASM IK World 
Asmix F ow At ca ¢ 2 player capability 
: | with GAME LINK?’ 
cable 


e Screen moves as 
Boomer does 
© § challenging worlds 


Our cute and mighty warrior must battle his way through 
mutant guards tothe top of the tower. Travel through 

8 challenging worlds as you help Boomer search for the 
keys to defeat the evil Zoozoon! OFFICIAL 


uN 


LICENSED BY 





Cae ie 


Boomers Adventure 





Nintends, and Nintendo Entertainment System 
are trademarks of Nintendo of America Inc. 


ASMIK Wor 





continued from page 139 

Ski or Die is published for the C-64 
and IBM PC computers by Electronic 
Arts, while the NES version comes 
from Konami. 


THE ANTHOLOGIES 

The most popular winter 
sports titles have shared Ski or 
Die’s anthology format, 
starting with Epyx’s superb 
collection of cold-weather 
sports, Winter Games. Ski 
Jumping, Biathalon Skiing, 
Hot Dog Skiing, Bobsledding 
and a pair of ice skating 
events comprise that 
collection, which employs a 
variety of perspectives in the 
presentation of its six events. 
Ski Jumping, Biathalon and 
Hot Dogging are all rendered 
in side-view format, while 
Bobsledding uses a pseudo- 
first-person perspective. 

Epyx returned to the snow- 
sport anthology format with 
The Games: Winter Edition, 
published to coincide with the 
‘88 Olympics. This 
compilation includes 
downhill skiing, slalom, luge, 
figure skating, ski jump, cross 
country skiing and oval-track speed 
skating, rendered largely in angled 
side-perspective. 

Other winter-game collections put 
in appearances over the years, such 
as Tynesoft’s Winter Challenge, but 
few are still available through 
conventional retail outlets. Epyx, 
however, recently released a boxed 
set of four of its most popular 
anthologies: Winter Games, World 
Games, Summer Games II and 
California Games. 


THE Puck STOPS HERE 
The origins of hockey are 
shrouded in some mystery. Even 
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historians of the sports disagree, for 
example, on the derivation of the 
name. The story that makes the most 
sense concerns an early group of 
white Canadian settlers who came 





Top: DOWNHILL CHALLENGE BY 
BRODERBUND 


BOTTOM: THE FIGURE SKATING EVENT 
FROM Epyx’s THE GAMES: WINTER 
EDITION. 


upon a group of Indians 
playing a game with sticks 
and a crude puck on the 
frozen surface of a river. 

“Ho-gee! Ho-gee!” the 
players shouted throughout 
the contest as they whacked the heck 
out of one another in pursuit of the 
elusive, sliding puck. 

“Ho-gee?” mused one of the 
palefaced observers. “Look, fellows, 
the natives are playing a fascinating 
game!” 





“Really?” asked another onlooker. 
“Looks like fun. What's it called?” 

“They seem to call it ‘Ho-gee,’” he 
guessed. Then, when the action 
paused on the ice, he called out to 
the players: “Ho-gee?” 

“HO-GEE! the Indians 
shouted back. “HO-GEE!” 

“Well,” said the early sports 
analyst, “that cinches it! This 
game is called Ho-gee!” 

The name eventually 
evolved into “hockey,” as it’s 
known today. Only later did 
those colonists discover that 
the Indians did not call their 
game Ho-gee. It seems that “ho- 
gee” was the Indian term for: 
“Tt hurts!” 

The nice thing about 
electronic ice hockey is that it 
doesn't hurt. Perhaps one’s 
thumb can get a little sore, but 
there’s no need for pads or 
reconstructive dental work. 

Early video-game versions 
of the sport included Al 
Miller’s excellent Ice Hockey 
(Activision) for the Atari 2600, 
a two-on-two, top-down 
simulation, and Mattel’s 
impressive NHL Hockey for the 
Intellivision. The latter was the 
first electronic version 
of the world’s fastest 
team sport and the first 
hockey simulation 
rendered in angled 
side-perspective. 

Hockey continues to 
be a strong gaming 
category, though not in 
the same ballpark as 
baseball, basketball or football. For 
quite a while, there were very few 
hockey simulations available on 
computer. Hockey, from Thorn-EMI, 
was a ROM cartridge for the Atari 
400/800 computers, and 
Advantage/ Artworx released a pair 
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Before the LAPC-1 Music Card fter the LAPC-1 Music Card 





Actual results may vary. 


If we were you, we sure as heck wouldn't run out and buy an LAPC-1 without knowing 
something about what it does. So if you give us a moment, welll tell you. 

The LAPC-1 is a music synthesizer card which, when you stick it into your computer, 
takes the pitifully anemic sounds computer games offer up and turns them into something quite 
extraordinary. Or, to put it another way, instead of going “plink’” the way it does now, your com- 
puter will go “KA-PHLOOM’ the way it’s supposed to. And as luck and our ingenious engineers 
would have it, it'll do all this with the games from Sierra; Activision; MediaGenic; Lucasfilm’ 
Access, MicroProse; and nearly everybody else. ea tee | ™ . 







And since the LAPC-l uses the same L/A =a Og a SE 
Synthesis circuitry we put in our professional mu- ow ee eee 
sical equipment, combined with the only true MID] aR eid ; 








interface on the market, it also provides you with 
something else—access to all of the tools you need for creating incredibly realistic music as well. 
There. We're done. Now you can run out and buy one. 


Roland 


RolandCorp US, 7200 Dominion Circle, Los Angeles, CA 90040-3647 213 685-5141 
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of generic games, International 
Hockey and Slapshot, for the 
Commodore 64. 

The first major hockey 
simulation on computer, 
SportTime’s Superstar Ice Hockey, 
by Ed Ringler, continues to be 
the premiere game of its type to 
this day. This angled side-view 
simulation combines action and 
strategy in a supremely 
compelling mix. From an action 
perspective, users elect to control 
either the center or the goalie. 
Coaching options include 
substitutions and strategy input. 
In addition, users can play 
simulations of entire seasons and 


add general manager to their list of | 


credits, making trades, drafting 
rookies and even sending the team 
to training camp between seasons. 

Superstar Ice Hockey was produced 
for the C-64 and IBM PC, but 
a persistent industry rumor 
maintains that a spectacular 
new Amiga version of the 
game already exists and is 
currently being bid on by 
several major publishers, 
though neither Ringler nor the 
publishers involved would 
confirm it. However, several 
reliable sources insist they 
have already seen the game 
and that it is magnificent. Stay 
tuned for further details. 

Perhaps the most popular 
electronic-hockey contest is 
Konami's Blades of Steel, the first on- 
ice simulation that includes fighting 
as part of the game. Modeled 
somewhat after the same publisher's 
basketball classic, Double Dribble, 
Blades of Steel makes use of multiple 
viewpoints or camera angles; the 
viewpoint or angle evoked depends 
on the situation the player is in. 

The game includes penalty shots, 
multiple difficulty levels and access 
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to all on-ice players, i in 
addition to the previously 
mentioned fisticuffs. When 
the action gets too hot, two 


opponents square off, drop the 
gloves and 
attempt to 
clean one 
another’s clock, 





HEAVY SHREDDIN’, BY PARKER BROTHERS, IS 
SNOWBOARDING FOR THE NES VIDEO-GAME SYSTEM. 


and the loser takes a trip to the 
penalty box. Blades of Steel is 

















Clockwise from top 
left: Nintendo’s Ice 
Hockey cartridge 
for the NES, 
Artworx’s Slapshot 
and the hot dog 
skiiing and 
bobsledding events 
from Epyx’s 
original Winter 


available for Amiga, C-64 st IBM 
PC in addition to its best-selling NES 
version, all from Konami. 

Other ice-hockey entries include 
Wayne — Hockey, a superb top- 
down simulation 
from Bethesda 
Software available 
for the Amiga, Atari 
ST, Macintosh and 
IBM PC. This 
excellent program 
has been criticized 
because of its tiny 
player graphics, but if small skaters 
don’t bother you, this is one of the 
strongest hockey games available. 

MindSpan Corp.'s Face Off 
(Gamestar), on the other hand, uses 
large on-screen characters in a 
steeply angled side-perspective 
version of rink action. Face Off 
stresses the violent side of the sport 
and is reminiscent of Blades of Steel, 
using multiple camera angles and 
featuring special fighting sequences. 
It is available on the C-64 and IBM 
PC computers. 
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Agent Frank McBain is dead...but 
why did they pin it on you? You've 
just 96 hours to find out...crack an 


international spy ring...and prevent 


an INTERNATIONAL DISASTER. 


gets American agent Mason Powers 
and you've just intercepted an ultra 
secret message about an international 
terrorist group. Just as you're 

about to brief CIA Section Chief, 

Frank McBain, everything goes 
black...and you wake up in a 


COUN 


Wil 


meee 
oe 


¥ 








remote prison hospital in Interactive Movie of f 
Turkey...with no memory of ; 

what happened and charged with oe and } 
the murder of Frank McBain! ntrigue 


Who set you up? Who is trying to 
kill you? And why do you feel such intense 
urgency? The Countdown has begun...and 
you d better find the answers fast. 

If you break out of the hospital you'll set 
out on an interactive adventure of intrigue and 
espionage taking you from /stanbul to 
Paris...with both agents and terrorists in hot 
pursuit. Interview different characters which 
converse, animate and respond (some 
actually talk!).,.use your hand held computer 
to search for key evidence...gain valuable 
clues in realistic Motion Graphics flashbacks! 

But can you complete your mission in 
time to avoid global disaster? 

Motion Graphics* 

Countdown is brought to you by Access 
Software...the same madmen who brought you 
Mean Streets. You'll experience movie-quality 
Motion Graphics action...with 256-color 
screens that bring new meaning to VGA. Add 
RealSound ™ high-quality digitized sound 
effects and you've got an interactive movie 
that will involve you totally...mind, body and 
soul, 

Start the Countdown...and live the ultimate 
interactive movie, 


To experience COUNTDOWN, 
visit your retailer or call 


TOLL FREE 


(Credit Card orders only) or clip and return the order form 


ZEACCESS 


OFTWARE INCORPORATED 


545 West 500 South, Bountiful, Utah 84010 
801-298-9077 FAX 801-298-9160 
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z= ACCESS 


Se oer RE INCORPORATED 


Countdown features hae iy Motion Graphics...combining stunning 256-color 
movie-quality graphics with Real Seund™, the revolutionary technology that gives 
you astonishing digitized sound effects, music and speech without hardware, 
Countdown also rie tin sie maar sound boards. 


ech PE FB Fi 

. (Oe Be 
OE Ga OT ES BE WE hie 
RUG EL) EE) RS BG a 


pee 256-Color VGA Screens 
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Ed YES! I want to clear my name and prevent a Globa/ Disaster ... with the breathtaking 
reality of Motion Graphics 256-color graphics and digitized sound effects, Please rush me 
my copy of Countdown. Satisfaction Guaranteed. 


[1] 5 1/4inch Disk [J 3 1/2-inch Disk seg 
[_] I've enclosed $59.95 as payment in full, Address 
__] Charge this order to my; 

[| viSA |_} MasterCard |_| American Express City 


COR NO elias Sateen kas Bes Senne 
Expires Mail to: ACCESS SOFTWARE INCORPORATED 


Signature 545 West 500 South, Suite 130, Bountiful, UT 84010 


(all orders must be signed) 





Opps & ENDS 
One of the newest cold-weather 
recreations is snowboarding, a 
game that you'll find in one of the 
modules in Ski or Die, Gamers who 


prefer an even stronger emphasis 
on this particular activity should 
check out Parker Brothers’ Heavy 
Shreddin’ for the NES. 

This snowboarding simulation 
takes players down the slopes in a 


variety of events: slalom, downhill, 


half-pipe, mogul and backwoods, 
Endorsed by International 
Snowboard magazine, Heavy 
Shreddin’ employs a three-quarters 
perspective of the snowboarder, 
the mountains and the various 
obstacles along the way. There are 
jumps over waterfalls, chalets, 
trees, ice, rocks, logs, boulders, 
rivers, gates and other dangerous 
objects. The game even offers a 
trail-selection feature that includes 
a map. 
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Several innovative 
play mechanics offer an unusual 
degree of realism. Players can 
mule kick, for example, in order 
to escape deep crevices and even 
use hand plants in order to 
reestablish control over a freaked- 
out snowboard. 

Finally, for the less athletically 
inclined, there are other simulated 
snowbound activities. Witness 


Arctic Antics, the third installment 


in the Spy vs. Spy series by Jim 
Nangano. Sold as part of Epyx’s 
Maxx Out Series, Arctic Antics sees 
those ancient enemies the White 
Spy and the Black Spy doing battle 











LEFT: 
BETHESDA 
SOFTWARE 
BRINGS THE 
“GREAT ONE” 
TO THE 
COMPUTER IN 
WAYNE 
GRETZKY 
HOCKEY. 


BOTTOM: 
KONAMI 
COMPUTERIZES 
ITS BLADES OF 
STEEL. 


across a frozen landscape full of 
polar bears and booby traps. 

If there is an activity that people 
enjoy doing in the snow, it has 
probably been re-created in 
electronic form. Of course, we’ve 
yet to see an ice-fishing simulation, 
but there will probably be half a 
dozen available by next Christmas. 

In the meantime, get rid of those 
thermal long johns, chuck the ski 
parkas and forget those goofy- 
looking wool caps. Stoke up the 
fireplace, brew some hot chocolate 
and fire up your computer or 
video-game system — ‘cause baby, 
it’s cold outside! 
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CAME WATCE NEWSLETTER 


YOU'VE HEARD ABOUT 50 TO 100 GAMES IN ONE CARTRIDGE, NOW LEARN ALL THE 
DETAILS. GAME WATCH NEWSLETTER IS THE SOURCE FOR THE LATEST UNDERGROUND 
NEWS ON NINTENDO* AND OTHER GAMES AND ACCESSORIES. IT IS A UNIQUE NEWS 
SOURCE THAT PULLS NO PUNCHES AND GIVES THE LATEST GOSSIP AND NEWS THAT 
CANNOT BE FOUND ANYWHERE ELSE. 


* LEARN HOW TO BUY NEW GAMES, BEFORE OFFICIAL RELEASE, BELOW RETAIL 
AND EVEN WHOLESALE PRICES 


* FIND OUT ABOUT OVERSEAS SOURCES FOR GAMES IN THE ORIENT AND 
ELSEWHERE 


* SEE HOW SOME PEOPLE ARE PAYING AS LITTLE AS $2.00 TO $4.00 PER GAME 


* GAMES LIKE TETRIS Il, SUPER MARIO INVISIBLE FANCY, STAR SOLDIER, DEVIL 
WORLD, GOONIES, NINJA ADVENTURE, AND MANY MORE. 


* DISCOVER WHAT IS HAPPENING BEHIND THE SCENES AND IN OTHER COUNTRIES 


A 70 MINUTE VIDEO TAPE SHOWING AND DESCRIBING MANY OF THE ABOVE GAMES IN 
ACTUAL ACTION, MULTIPLE GAME CARTRIDGES, AND MORE IS ALSO AVAILABLE FREE 
WHEN A TWO YEAR BIMONTHLY SUBSCRIPTION TO THE GAME WATCH NEWSLETTER |S 
PURCHASED, THE VIDEO TAPE IS A $24.95 VALUE AND IS AVAILABLE IN VHS ONLY, ORDER 
BOTH NOW BY CALLING: 


1-900-990-0606 $416.50 PER CALL 


BUY A SIX MONTH SAMPLE SUBSCRIPTION TO THE NEWSLETTER WITHOUT THE TAPE BY 
CALLING: 


1-900-990-0707 $5.00 PER CALL 


REMEMBER, THE ABOVE CHARGES WILL BE AUTOMATICALLY ADDED TO THE PHONE BILL OF THE 
PHONE FROM WHICH THE CALL IS MADE. WHEN CALLING, BE PREPARED WITH YOUR FULL NAME, 
ADDRESS (INCLUDING STREET, APARTMENT NUMBER, AND ZIP CODE) 


OR OBTAIN BY USING THE ORDER FORM BELOW. FOR CUSTOMERS IN NEBRASKA, ADD LOCAL 
SALES TAX OF 6%% ALL TELEPHONE ORDERS ARE SHIPPED POSTAGE PREPAID WITHIN 48 HOURS. 
MAIL IN ORDERS TAKE 7 TO 14 DAYS. NO COD ORDERS. U.S, FUNDS ONLY. 


DONT WAIT!!! THESE INTRODUCTORY PRICES WILL NOT LAST!!! 
‘NINTENDO IS A TRADEMARK OF NINTENDO OF AMERICA, INC. 


FOR FREE INTRODUCTORY ISSUE AND MORE 


INFO SEND 25¢ FOR POSTAGE TO: PLEASE PRINT: 


— 


| 
| 
| 
GAME WATCH NEWSLETTER, INC. oom 
| 
| 








5078 SOUTH 108TH STREET, SUITE #126 Cy, —____ State: 
OMAHA, NEBRASKA 68137-2314 Zip Phones) 
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here are dry periods when there's 
very little in the way of new games 
landing on my desk, and then there 
are what I call “monsoon” periods 
where I end up with piles of game cards 
raining down on me like...well, rain. 
Fortunately for you Game Boy owners, 
it's been monsoon season of late. At this 
moment I am faced with no less than 15 
Game Boy titles to review, a few of which 
are already available as I write this. 
Most of the remaining ones should be on 
store shelves by the time this sees print. 
To all of you Lynx owners: no reviews 
this issue. Sorry, but it's the dry season 
for the Lynx this month. Hopefully, next 
month I'll have something for you too. 


Ghostbusters I] 


Activision for the Game Boy 


The Ghostbusters, having essentially 
put themselves out of business after 
saving New York from the ravages of the 
spooks unleashed by the spirit Zool 
some years ago, must now reband and 
once again come to the rescue of the 
city. The evil spirit Vigo has kidnapped 
poor Dana's baby, Oscar, with the intent 





Minjiendo GA ME BOY, 
Ghostbusters II for the Game Boy 


of keeping house in the tot—in other 
words, possession. As a side effect of 
Vigo's activities, there are ghosts 
bustin’ loose all over New York City. The 
Ghostbusters must capture all the spir- 
its loosed by Vigo, then try to defeat 
Vigo himself and, in the process, save 
little Oscar, 

Ghostbusters II is a multidirectionally 
scrolling game with an overhead view in 
which you, controlling a pair of 'Busters, 
must clear each level of ghosts. There's 
a time limit working against you, and if 
you fail to capture all of the ghosties 
before it runs out, they all turn into 
nasty “Spinning Token Ghosts,” which 
are very difficult to deal with. Naturally, 
you have all the tools of the ghostbust- 
ing trade at your disposal, including pro- 
ton packs and spirit traps. 

Interestingly enough, you simultane- 
ously control a team of two ‘Busters in 
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New Toys on 
Game Boys 


the game. More accurately, you control 
the “Beamer,” the Ghostbuster with the 
proton pack—does that make him the 
“Pack-Man"?—who zaps and freezes the 
ghosts. The second guy, the “Trapper” 
operates the traps. He more or less just 
follows the Beamer around and sets off 
the traps when you tell him to. The 
tricky part is that you 
don't really have any con- 
trol over the Trapper, He 
just sort of tags along 
(under computer control), 
You have to be careful 
how you maneuver your 
Beamer so that the Trap- 
per will be in position to 
get the ghosts. One wrong 


move and one or both of Aemco/Seika brings the puzzle fun 
of The Bugs Bunny Crazy Castle 


to the Game Boy 


you risk getting “slimed.” 
Too much slime will put a 
permanent end to your ‘busting days. 

I have only a few gripes with this 
game, The first is the lack of control over 
the Trapper. The second is that you only 
get to use two of the ‘Busters, not the 
whole team. Oh, the other members are 
present, but they just stand around and 





hand you stuff. When a character meets 
his “slime limit,” it would have been 
nice to be able to “replace” him with 
one of the other 'Busters. 

Finally, the graphics are not so hot, 
Once again, adult characters are ren- 
dered like children, with diminutive bod- 
ies and oversized heads. Also bother- 
some is that your way is frequently 
blocked by such ridiculous barriers as 
overturned chairs that you absolutely 
cannot cross! Would a dining room chair 
stop you? ; 

Other than those niggling things, 
Ghostbusters IJ succeeds for the most 
part and even manages a fair rendition 
of the Ghostbusters theme over the 
opening titles. Who ya gonna call? 


The Bugs Bunny Crazy Castle 


Kemco/Seika for the Game Boy 


That Wascal Wabbit comes to your 
Game Boy screen seeking to rescue 
Honey Bunny from the Crazy Castle, 
avoiding the clutches of Yosemite Sam, 
Wile E. Coyote and...Sylvester the Cat 
and Daffy Duck?! 

This is a side-view contest that 
scrolls both vertically and horizontally to 
show each room of the castle. To com- 
plete a level, Bugs must collect all of the 
Carrots present, Once he's accomplished 
that, it’s off to the next of the 60 levels. 
Although he’s not armed and must usu- 
ally avoid his enemies, Bugs can strike 
back, using a one-shot boxing glove or 
pushing or dropping crates, buckets, 
safes and ten-ton weights at or on his 
enemies, Bugs can also achieve short- 
term invisibility and invincibility by 
drinking bottles of Magic Carrot Juice. 

With simple but clear graphics, and 
relatively uncomplicated controls, this is 
an easy-to-learn and - 
play game. Easy because 
passwords allow you to 
restart just about any- 
where. 

Each room is a differ- 
ent puzzle, and some- 
times it takes many 
attempts to figure out 
how to clear one, Some 
puzzles may be far too 
difficult for exceptionally 
young players, but most 
children (and adults) should have fun 
with it, 

Even though I like this game as a 
game, I do have to complain about the 
quality of the adaptation. When you buy 
a game based upon a known commodity, 
such as Bugs Bunny, you expect some- 
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thing of that commodity to make it into 
the game. Sadly, this is not the case 
with Crazy Castle, which is incredibly 
“tame” for a product based upon 
Looney Tunes characters famous for 
their rowdy antics. Judging by his 
actions (mostly ducking his enemies) 
Bugs could be any character. There's 
nothing distinctly Bugsian about the 
game at all. 

I also question the logic of using 
characters like Sylvester the Cat as ene- 
mies. The Tazmanian Devil I’d accept, 
but Sylvester?! Also, the fact that the 
game puts multiples of characters like 
Sylvester on the screen is annoying 
because you find yourself wondering 
where all these phony Sylvesters are 
coming from. We all know there's only 
one Sylvester—nght? 

And, finally, once again the object of 
the game is to rescue some (apparently) 
defenseless female character. This con- 
tinues to be an unwelcome element, one 
that could and would have been easily 
avoided had someone made the decision 
to make this game an accurate adapta- 
tion of the style of the classic Warner 
Bros. cartoons. Bugs has been described 
as an “inoffensive little guy who's 
unbeatable when he’s riled.” There 
should have been lots of riling and clas- 
sic Bugs’ famous retribution, not this 
lame premise. 


Shanghai 


HAL America for the Game Boy 


Ever play mah-jonng? No? Neither 
had I, until I played Shanghai. This is 
one of the most ancient of games, one 
whose history can be traced back thou- 
sands of years. 

In the game you are confronted by a 
pattern of 144 tiles, layered from one to 
five thick, in which the object is to 
locate matching tiles (same type or 
“suit”) on left and/or right borders of 
the levels. When two such tiles are 
matched up, they are removed. The ulti- 
mate goal is to remove all of the tiles 
and thus “slay the dragon.” 

Simple, yes? Difficult, definitely. 
Shanghai adds a few new twists to this 
old game, such as various starting tile 
patterns, the ability to take back moves 
and the “ultimate challenge” that puts 
all of the tiles face down and forces you 
to play a memory game as you search 
for matching tiles! The tiles can be dis- 
played with either their traditional Chi- 
nese markings or with Western letters 
and numbers. (For the record, I prefer 
the traditional markings. ) 

The interface is simple. Pressing the 
joypad moves a hand around the screen. 
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Point at a tile and press “A” to select it, 
press it again to select a matching tile, 
then press it a final time to remove both. 
The “B” button releases the last tile you 
selected. Pressing SELECT brings up a 
menu that lets you change levels via 
password, select from one of three 
pieces of background music (no “no 
music” option though) or even get a hint 
from the game itself. The sure way to 
know the game is over is to ask fora 
hint and have the Game Boy snicker at 
you because you have no possible 
moves left. 

Shanghai may be one of the oldest 
games in the world and may seem 
awfully sedate in a field best known for 
its flashy effects and violent action, but 
it is nonetheless an intriguing and fasci- 
nating contest that will challenge any- 
one who likes a good mental puzzle. 


Gargoyle’s Quest 
Capcom for the Game Boy 


An army of Destroyers has invaded 
your world and kidnapped the King of 
the Ghoul Realm. (Ooh, a kidnapping, 
what an original idea. At least it’s nota 
female who's been nabbed this time!) 
You are Firebrand, the last (as usual) of 
the Guardian Gargoyles, and it’s your 
mission to destroy the Destroyers and 
reach the dimension portal that leads 
back to your home world, where you will 
undertake your quest to save the King. 

In spite of a cliché-ridden storyline, 
Gargoyle’s Quest is a surprisingly good 
game with first-rate graphics. Admit- 
tedly, I haven't had the time to get very 
far into the game, but it looks like it has 
more depth than average and combines 
a scrolling (all directions) action contest 
with an overhead quasi-“quest” mode. 

In the action contest you can make 
Firebrand walk, try to fly (he’s pretty in- 
ept at first and can only hover fora 
moment before plummeting) and climb. 











Showing its ability to make quality adventures for 
the NES or the Game Boy, Capcom has another 
winner on its hands with Gargoyle’s Quest. 


Destroy enemies whilst avoiding both 
their deadly clutches and the dangers of 
the well-drawn scenery. In the quest 
mode you're free to explore and can call 
up a menu of actions that allow you to 
“talk,” “use” and “check.” 

As I stated before, the graphics in 
this contest are top-notch and stand as a 
shining example of how good a Game 
Boy title can look. The characters are 
nicely drawn, and the backgrounds are 
excellent, particularly in the action 
mode. Not only that, but this game is 
one of the few titles I’ve seen on the 
Game Boy that has graphics capable of 
giving a correct “mood” to the setting, 
and the pseudo-medieval background 
music adds to this mood immensely. 

Unfortunately, there’s a digital razor 
blade hidden in this candied apple; 
namely, the game is, at the start, devil- 
ishly difficult to make any headway in. 
The first frustration is that you start the 
game in quest mode but are pretty much 
forced to stand by dumbly while several 
men rush in to explain the situation to 
you. There seems to be no way to skip 
this, and you waste time seeing it each 
and every game you play. 

Once these men are (thankfully) 
murdered you are free to move around. 
You can try out the quest-mode com- 
mands, but there appears to be nothing 
in the room of worth or interest, so you 
exit. You now find yourself in the action 
contest and proceed to tear your hair 
out as you struggle to make headway 
toward the dimension portal. I’m not 
certain which is harder, overcoming 
Firebrand’s deficiencies or controlling 
your temper at not being able to over- 
come those deficiencies. Adding to the 
aggravation, every time Firebrand 
drops dead, he restarts at the begin- 
ning of the level. 

Gargoyle’s Quest looks like a must- 
have in many ways, but whether or not 
you'll enjoy it may hinge entirely on your 
ability to make enough headway into 
the game so that you won't feel like 
stomping the game card into plastic and 
silicon slivers. 


Mercenary Force 
Meldac for Game Boy 


This unique variation on the tried- 
and-true “shooting game” category 
owes as much to the movie The Seven 
Samurai as it does to Space Invaders. 
Instead of a starship zinging back and 
forth blasting hordes of aliens, you con- 
trol a group of mercenaries who march 
through horizontally scrolling counties 
and towns fighting invaders. The setting 

continued on page 152 
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Jouve conquered Super Mario Brothers 3”, beaten 
Ninja Gaiden II", trounced Tetris", now you must 


face Solstice—Ti he Quest for the Staff of Demnos™ 


Are you equal to the task of rescuing the princess from the evil wizard 
Morbius? In the brilliant 3-D fantasy Solstice, Shadax the sorcerer must 
find the six pieces of the Staff of Demnos in order to gain the power he needs 
to save his beloved. And you must guide him in his quest 
through the ancient fortress of Kas tlerock, But be fore- 
warned, do not underestimate the difficulty of the journey at 
hand. Listen to the words of those t wat have gone before you. 








a Pi pene a ..three dimensional view. — 

NINTENDO POWER" March|April, 1990. “A challeng- 

ing, spellbinding cartridge—completely original in concept!” 
—GAMEPRO MAG ssn csnty cic mpens utas cucx 


imagesoft” and imagesoft’ are trademarks of CSG imagesoft Inc. Solstice’ is a trademark of Software 3 (fF ent) Ltd. ©) 7 989 Software Creations (ROM Development) Ltd. Super Mario 
Bros 3; Nintendo" and Nintendo Entertainment System’ are trademarks of Nintendo of America Inc. Tetr isat at technica (Elorg). Tetris licensed to Nintendo, © 1989 Nintendo. All rights 


reserved. Original concept, design, and program. by Alexey Pazhitnov. Ninja Gaiden II is a trademark Teemo Inc. 











me 
(=: ime 
f 


masters —Should } 
you search for Solstice in vain, 

send us the names of three stores you 
have visited. And we will assist you in 


beginning your quest. Masters of Solstice 


please send us your tips, maps, ideas for Solstice 2 
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is feudal Japan, where the Shogun Toku- 
gawa has sent you (the mercenaries) to 
fight off the armies that the Lord of 
Darkness has loosed upon the land. 

This game does not start you off with 
one character, but allows you to “hire” 
those you can afford. There are five 
character classes to choose from, each 
with his/her price and distinctive 
weapons and attack patterns. A samurai 
costs more than a servant, but less than 
a monk. Who can you afford? 

If you pick up the coins left in the 
wake of fallen enemies, you can buy 
supplies to perk up your party and hire 
more mercenaries when one of more of 
your current party dies an honorable 
death. There are also temples where 
you can meet fortune tellers and Daibut- 
sus who can give your team more 
energy or even resurrect a dead warrior! 

Although the type of mercenaries you 
hire are important, how you use them is 
even more so. You have within your 
power the ability to choose which char- 
acter will lead the group, and, more 
important, you can change which forma- 
tion the team uses at any time. There 
are several different formation patterns, 
allowing you to adjust the position and 
firing of your team to match the terrain 
and make mincemeat of your current 
enemies, In addition, you can make your 
current formation leader transform 
him/herself into a powerful and deadly 
“spirit warrior.” 

The graphics and sound are not 
state-of-the-art, and one wishes that the 
characters were a little better defined 
on the combat screen, but this has little 
effect on the game as a whole. Ulti- 
mately, Mercenary Force succeeds 
because it’s a fun and challenging game, 
and, with the ability to buy supplies and 
hire new mercenaries, it’s one of those 
rare video games that lives up to its 
name. This truly is a mercenary contest. 


Amazing Penguin 


Natsume for Game Boy 


Penguins seem very popular in video 
games these days, quite a change since 
the Walter Lantz studio created Chilly 
Willy just because there were no cCar- 
toon penguins at the time and Lantz 
wanted one. These days it’s hard to 
imagine a video-game system without at 
least one penguin title. It’s usually even 
harder to imagine what penguins could 
possibly have to do with the contests in 
these games, which rarely involve ice 
floes, seals, killer whales and holes in 
the ozone layer. (Okay, okay, so the clas- 
sic Pengo did have ice cubes.) 


152 


Once I ignored the lack of penguin 
relevance I quickly discovered that 
Amazing Penguin was astoundingly 
addictive. Sure, the graphics are beyond 
simplistic; okay, the music is hokey; and, 
yeah, the “halftime” animations are 
more tiresome than amusing, but this is 
a fun game. The object is simple: You 
are a penguin who must remove all of 
the “seals” (no, not the kind that swim) 
that hold down a series of panels, allow- 
ing the panel sections to flip over. 
There’s a time limit, and a bunch of 
weird enemies (like pencils, erasers and 
so forth). You and your enemies can only 
move on the borders of the panels. Your 
enemies make you into penguin paté on 
contact, so be careful. Fortunately, 
you're not entirely helpless. Black seals 
on the panels can be kicked at enemies, 
which will throw them off the screen. 
Other seals, when broken, cause ene- 
mies to reverse direction. 

Some levels are several screens wide 
and/or tall and oftentimes maddeningly 
difficult to complete. Fortunately, there's 
password access for restarting in the 
same part of the game. 

There is one problem with the graph- 
ics. Given the annoying limitations of 
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Revealing itself to be an astoundingly addictive game, Natsume’s 
Amazing Penguin requires you to guide your penguin through maze 
after maze of weird enemies in a race against the clock. 


the Game Boy screen, it’s very easy to 
just plain not see an enemy closing in on 
you. On more occasions than I'd like to 
recall, I've been surprised to find my 
penguin had been “gotten” by some 
itty-bitty pest who'd avoided my detec- 
tion by sneaking under a spot of glare on 
the screen. Not fair! 


Revenge of the “Gator 


HAL America for the Game Boy 


Dear Game Doc, 
Help! I keep seeing ’gators! They’re 


everywhere! ’Gators on the floor, ‘gators 
on the wall, ‘gators eatin’ and spitting 
out my pinballs! ’Gators! ’Gators! 
’'GATORS!!! 

Oops, sorry. Just realized I hadn't 
looked up from Revenge of the ’Gator for 
a few hours. False alarm. Heh-heh. 
Never mind. 

In case you haven't caught on yet, 
this is a pinball simulator with an alliga- 
tor motif. There are some eight screens 
of “machine” to play in, including the 
main areas and the bonus targets. The 
object is simple: Keep each ball in play 
for as long as possible, and try to rack 
up enough points for bonus games and 
balls. There are ‘gator targets, 'gator 
ball traps—heck, there’s even one hun- 
gry ‘gator who gulps down each ball 
that you lose. 

Revenge of the ’Gator won't win any 
prizes for revolutionary graphics and 
sound, but both are more than adequate 
for the game at hand and fun in their 
own way. For instance, the title 
sequence features three little ‘gators 
dancing a buck and wing, which kind of 
sets the tone for this weird contest. 

Deficiencies? A few. First, although 
the multi-screen display allows for a 

—— complex pinball-machine 
simulation, the sudden 
transitions from one 
screen to another (no 
scrolling) can be confus- 
ing. Also, when the ball 
really gets zipping, you 
plain can’t see it! Of 
course, the greatest sin, 
from a pinball fan’s point 
of view, is that you can’t 
use “english” on the 
machine, those gentle 
nudges used to help the 
ball along in real pinball. 
It drives you crazy to see 
the ball heading for cer- 
tain doom and know 
you're unable to do any- 
thing. Even Video Pinball 
on the Atari 2600 (way 
back in the Mesozoic age 
of video games) allowed this. How can 
you call it real pinball if you can’t “tilt” 
the machine? BA 


That's it for this time out. Next issue we'll steal 
gold in Bandai’s Hyper Lode Runner, bury alien 
invaders alive in Meldac’s Heiankyo Alien and 
punch some lights out with Activision’s Champi- 
onship Boxing, all for the Game Boy. For Lynx 
owners, there will also be a review of 
Paperboy...and any other Lynx titles I can get my 
hands on between now and then, = 

Gotta go. So many games, so little ti 
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IS Your Nintendo® controller malfunctioning? 
Are the on-screen figures not jumping , 

kicking or punching? Is it difficult To change 
directions or shoot and fire correctly? 
Muy Fix-A-Pad repair kit is the cure! 










Does your Game Boy™ or Lynx ® 
suffer from blank or scrambled screens? 
My cleaning kit for portables 
is the the cure! 
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so DOC'S* HAS THE CURE! 


Check out Doc's® other products including: 
* Doc's Power Up A.C. Adaptor for NINTENDO®: Replaces broken Control Deck™ AC Adaptors. 
* Doc's Auto Switch: automatic TV antennae/game switch for NINTENDO®, Genesis®, Turbo Graf X® etc. 
- Doc's Auto Power for Game Boy™:Plugs into any cigarette lighter adaptor to power Game Boy™ without batteries. 
* Doc's 1 Minute Encyclopedia of simplified Nintendo® game instructions. 


Find Doc's products at Toys R Us, K-Mart, Lionel Playworld, K & K, Kay Bee Toys, 


The Electronics Boutique, Software Etc., Hills, Fred Meyer, Meijer's Thrifty Acre. 


©1990 DOC'S HI TECH GAME PRODUCTS, RIALTO CA, 92376 Doc's® is a registered trademark of Doc's Hi Tech Game Products Inc. 
Game Boy™ is a trademark of Nintendo of America Inc.Lynx™ is a trademark of Atari Corp.Nintendo®, Nintendo®Control Deck™ 
and Nintendo Entertainment System ® are registered trademarks of Nintendo of America Inc. 
Genesis® and Sega® are registered trademarks of Sega of America Inc.Turbo GrafX 16™ is a trademark of NEC inc 
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Armor Alley 
THREE-SIXTY SOFTWARE 
Versions: IBM PC ($39.95), 
Macintosh ($49.95) 











Armor Alley is a horizontally scrolling 
action-strategy combat game that can be 
played by up to four players via modem. 
The game is, essentially, a “capture the 
flag” contest in which one army starts at 
the left end of the landscape, and the op- 
position sets out from the right side. The 
two forces then advance on one another, 
and the last man standing wins. 

Each army comprises helicopters, 
ground forces (made 
up of tanks, vans and 
missile launchers) and 
troops (infantry, engi- 
neers and paratroop- 
ers). At the conclusion 
of each successful sce- 
nario, funds are allo- 
cated to buy more 
troops and equipment. 

Each army has a 
base and landing pad 
at its end of the field. 
New equipment and troops teleport to this 
pad, which is also used by the helicopter 
to refuel, rearm or repair damage. 

The helicopter is the most important 
vehicle in Armor Alley’s arsenal, since it is 
under the gamer’s direct control. Chop- 
pers are equipped with smart missiles, 
bombs and a Vulcan machine gun. At 
higher play levels, you can add napalm 
and dumb missiles (which do not auto- 
matically seek out a target, as do the 
smart variety). 

Armor Alley is presented in a straight 
side-perspective, with free-access horizon- 
tal scrolling. The player controls his or her 
helicopter by manipulating the on-screen 
flag, or cursor, in the desired direction. 
The farther the flag is from the copter, the 
faster the aircraft moves. 

Weapons launch through the keyboard. 
Ground installations include anti-aircraft 
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Three-Sixty’s Armor 
Alley puts you behind the 
stick of a military helicop- 
for in «a “capture the flag” 
scenario. 


guns, barrage balloons, bases and 
bunkers. Barrage balloons are tethered to 
the bunkers, which also house infantry 
troops. The balloons move up and down 
in sequence, and helicopters must fly over 
them; the mooring lines of enemy bal- 
loons can crash a chopper. 

Unfortunately, Armor Alley is not as 
much fun as it should be. While reminis- 
cent of Choplifter, it doesn’t have nearly as 
much play value as that revered classic, 
despite all its strategic trimmings. The bar- 
rage balloons are a tedious element; it re- 
quires no special skill to avoid them, but it 
sure is tiresome. 

Graphics are extremely small, and the 
game is afflicted with several annoying 
bugs: The program periodically goes into 
demo mode instead of beginning a new 
game, and the machine gun frequently 
jams, using all its ammo in a single burst. 

Perhaps the most annoying flaw is that 
the two armies are not affected by their 
own weapons. White army copters are in- 
vulnerable to white barrage balloons, for 
example, and white army bombs, missiles 
and gunfire have no effect on the rest of 
the white convoy. This is taking the con- 
cept of friendly fire too far, especially for a 
game that is otherwise fairly realistic. 

The modem-play feature is a great idea, 
however, and the thrill of multiplayer com- 
bat may compensate for the game’s weak- 
nesses. 

—Bill Kunkel 
Three-Sixty Software 
2105 Bascom Ave., Suite 290 
Campbell, CA 95008 
(408) 879-9144 


Star Control 
ACCOLADE 
Versions: Amiga ($49.95), 
IBM PC ($49.95) 





Playing more these days, but enjoying 
it less? Does it seem like most of today’s 
games are full of sound and fury that sig- 
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Starships so real you'll duck when they pass! 
Intense starfighter action pushes you to the limit! 
Earth-shattering stereo sound surrounds you with realism! 
Dynamic shipboard scenes prepare you for the battle ahead! 

- Your skilled wingman is ready to pull your bacon out of the fire! 

- Cinematic launch and docking sequences hurl you into the action! 
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Available in retail stores or call: 1-800-999-4939 for Visa/Mastercard orders. 


For MS-DOS w/ 640K; 256-color-VGA,EGA or Tandy graphics; AdLib & Roland sound; mouse, joystick 
©1990 ORIGIN Systems, Inc. 
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nify nothing? Do you yearn for the days of 
2K programs with more play value than 
contemporary multi-megabyte epics? 

Step right up and try your joystick on 
Star Control, a delightful throwback to the 
days when play value was maximized (be- 
cause sound and graphics were so mini- 
mized). Better still, Star Control combines 
its neo-classical values with current audio- 
visual excellence to produce one of the 
most satisfying and compelling entertain- 
ments of the year. 

Star Control 
is a modern 
descendant of 
the very first 
computer 
game, Steve 
Russell’s 
Space War, a 
program cre- 
ated at M.I.T. 
way back in 
1962. Two great inter- 
galactic forces, the Al- 
liance (which includes 
Earth) and the Ur-Quan 
Hierarchy, face off in this 
one- or two-player con- 
test by Paul Reiche III 
and Fred Ford. The 
user(s) controls either 
fleet and plays either the 
full-game action-strategy 
version or sticks to the arcade-style melee, 
which consists exclusively of space com- 
bat. Other player settings include Cyborg 
and Psytron settings. The Cyborg mode al- 
lows the user to input all strategic deci- 
sions while the computer handles combat; 
in the Psytron setting, the user controls 
combat while the computer determines 
strategy. 

The full game allows players to develop 
resources, build colonies, purchase ships, 
fortify starbases and move their forces 
through space. When two opposing ships 
occupy the same sector of space, those 
two craft face off in a melee. This process 
continues until one side has wiped out the 
other. 

In the melee mode, each side has seven 
ships. Each of these ships has specific 
strengths and weaknesses. Some are fast, 
some are slow; some have long-range 
weapons, others can only strike from close 
quarters. Additionally, each ship has a 
special secondary weapon: The Yehat craft 
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Star Control, an inter- 
galactic battle game by 
Accolade, is a modern 
descendant of the first 


computer game, M.1.T.’s 
Space War. 








has an impene- 
trable force 
shield; the 
Shofixti Scout 
has a kamikaze- 
like “Glory” 
weapon that al- 
lows it to self- 
destruct and, 
perhaps, take 
the enemy with 
it in the confla- 
gration. 

Even the ar- 
cade-style 
melee mode offers players rich strategic 
options. The player must become familiar 
with every feature of the 14 different ship 
types and learn which match-ups are most 
desirable. For example, when facing a 
lethal close-range craft like the Vux In- 
truder, an Earthling Cruiser makes a good 
opponent because of its ability to launch 
nuclear missiles across vast stretches of 
space. It is the nature of the game’s com- 
bat situations that guarantees Star Control 
will remain playable for weeks, as op- 
posed to just days. 

Star Control’s sole weak spot is the 
poor layout of the keyboard control sys- 
tem, which uses a series of horizontally 
aligned keys rather than a rosette-type 
configuration. Star Control really requires 
a joystick for maximum enjoyment, but 
the joystick option is only available in the 
standard mode; when playing in the 
Psytron setting, for example, there is no 
joystick option. 

All in all, Star Control is a superb game 
and a great value as well. Bring back neo- 
classicism! 


A ALLIANCE OF 
FREE STARS § 


—B. K. 
Accolade 
550 S. Winchester Blvd. 
San Jose, CA 95128 
(408) 296-8400 
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magine, if you will, a universe that holds only a small 
- ary. seamen group of planets. Each planet, a barren shell waiting 
: wae oS, A tobe given life. Imagine further, that within this 
universe there exists the forces of good and evil. 


Having only a single Starbase to work from, you set out 
in ships of your own design, and use them to colonize 
the barren planets. You must also recruit, train, feed 
and arm a galactic force to protect these colonies from 
the evil clutches of your unseen foe, who starts at the 

» other end of the universe, but draws closer with each 
passing heartbeat. 


Strategies are needed to meet the many challenges you 
will face as you strive to become a great leader. Taxes 
have to be imposed to raise money to build a stunning 
array of equipment... all the way from a spy satellite /~ 
to a hydroponic plant. Mining operations have 
to be set up and maintained to obtain precious 
minerals, Farms need to be established to 

feed your growing populous. 


Even while you are establishing that delicate 
balance called life, an evil and scheming 
dictator is gazing malevolently at the 
whole universe with greedy eyes. 
~__ ~~ He schemes to conquer and 
> : “aoe ae control. Confrontation 

is unavoidable. 
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GIN MASTE RTRONIC, INC. _ Available for Amiga, IBM and Atari ST computers. 
T8001 Cowan Street, Suggested retail price $49.99. 


OVERLORD and Virgin Mastertronic are trademarks of 
Suite A, Irvine, CA 9271 4 Virgin Mastertronic International Inc. © 1990. \ 
71 4-833-871 0 All rights reserved, Designed and programmed by P ROBE. 








Wings 
CINEMAWARE 
Versions: Amiga ($49.95), Atari ST 
($49.95), IBM PC ($49.95) 





There’s little romance about real war, 
especially World War I. Millions of con- 
fused, ill-prepared men hunkered in dis- 
ease-ridden trenches until some mis- 
guided general sent them over the top to 
meet death in the form of barbed wire, 
machine guns and pounding artillery. 

lronically, the same war produced one 
of the most enduring, romantic military 
legends of the gunpowder era: the daring 
young men in their flying machines. Air- 





planes were still a novelty at the start of 
war. The flimsy bi- and tri-winged wooden 
birds lacked the range and firepower of 
today’s fighters and bombers, and bomb- 
ing wasn’t much practiced until right at 
the end of the conflict. The aviators devel- 
oped their own chivalric code as they con- 
tested for air superiority over the stagnant 
battlefields. 

Wings, designed by the estimable John 
Cutter, is not a traditional flight simulator. 
It communicates the feel of aerial combat, 
but not the authentic details usually found 
in a realistic representation of flight. The 
player controls everything with simple joy- 
stick movements in all three types of mis- 
sions: strafing, bombing and flying. 

Wings is also distinguished from con- 
ventional flight simulators by the perspec- 
tives in which it presents the action. Mis- 
sions that emphasize aerobatics put the 
gamer directly behind the pilot and show 
the scenery from a first-person viewpoint. 
The bombing runs are top-down, however, 
and the strafing raids show the plane and 
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its targets from an angled overhead van- 
tage point. 

What makes Wings special is its role- 
playing aspects. The user runs the 56th 
Aerosquadron from early 1916 to the end 
of the war. Individual pilots have an antici- 
pated lifespan of only two weeks of com- 
bat, so the goal is not to guide a single 
flyer through all of Wings’ numerous mis- 
sions, but to bring the entire formation 
through World War I. This reduces the 
player's ability to identify with any one 
pilot, because it’s hard to become attached 
to a character who probably won't be 
around for the next game-month. On the 
other hand, Wings lets the armchair 


Cinemaware’s 
Wings isn’t a tradi- 
tional flight simula- 
tor, but concentrates 
instead on simple 
control, aerobatics 
and its role-playing 
aspects. 





A 


squadron commander ex- 
perience the pressures, 
crises and triumphs of Eu- 
rope’s skies like no other 
program. 

It will be headline news 
when a Cinemaware 
game fails to offer out- 
standing graphics and 
stirring sound; Wings is 
no exception to the Cine- 
maware standard. The 
music has precisely the 
anthem-style quality ap- 
propriate to these daring exploits. 

Wings offers little new in the way of 
play action. The bombing, strafing and 
dogfight scenarios are enhanced treat- 
ments of contests that have existed since 
the dawn of electronic gaming. What 
makes Wings an entertaining play experi- 
ence is the way these familiar elements 
are woven into an engrossing, role-play- 
ing action-adventure. 

—Arnie Katz 
Cinemaware 
4165 Thousand Oaks Blvd. 
Westlake Village, CA 91362 
(805) 495-6551 
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ULTIMA VI: The False Prophet 


Unleash the creative storyteller within you! 
Explore a fantasy world of grand proportions and detail. 
Determine the destiny of two great colliding civilizations. 
Challenge your mind with interesting puzzles and stories. 
Join over 1.5 million Ultima fans in an unforgettable computer 
entertainment experience. 

¢ Available from your retailer or direct from ORIGIN for $69.95. 


- No previous experience necessary to play Ultima - 
Call to Order: 8am-5pm Central. MC/Visa accepted. 
1-800-999-4939 (Outside U.S. 1-512-328-0282) 
Available NOW « FREE Shipping 


A Construction Set 


STRATEGIC SIMULATIONS INC. 
Versions: Apple II ($39.95), 
Commodore 64 ($39.95), 
IBM PC ($39.95) 
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Aficionados of the Napoleonic age re- 
joice! At last there is a serious study of 
Napoleonic warfare for the computer. 
Strategic Simulation’s Battles of Napoleon 
can turn greenhorns into 
veterans of Napoleonic 
tactics and does so with- 
out the heavy hand of an 
educational offering. The 
decisive engagements of 
the period (Auerstadt, 
Borodino, Quatre Bras 
and Waterloo) are in- 
cluded. The player may 
also utilize a powerful edi- 
tor function to modify the 
orders of battle for each of 
these engagements or de- 
sign entirely new scenar- 
ios to test the principles of 
war. 

Mouse support and an ex- 
tremely friendly pull-down menu 
interface are welcome additions 
over prior releases. As expected 
from SSI, the documentation is 
thorough and well organized with- 
out being overly cumbersome. A 
separate manual for the system ed- 
itor clearly delineates effects like 
terrain, casualty and disruption 
modifiers, which aren’t always so 
obvious. The two manuals com- 
bined are less than 80 pages and 
should be considered essential 
reading, despite the abbreviated 
quick-start procedure. 

Unfortunately, the graphic stan- 
dard used by SSI shows little improve- 
ment over its earliest war games. Essen- 
tially, the player views the two- 
dimensional battlefield from a top-down 
perspective. Each square represents 100 
yards. Terrain features such as streams, 
forests and ridges appear topographically, 
but subtle changes in elevation are not ap- 
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parent without utilizing the “line of sight” 
option for each unit. In prior releases this 
frequently led to difficulty when coordinat- 
ing attacks. Some elements of an attack 
could not direct their fire once they 
reached the objective. This release allows 
players to retract movement when these 
line-of-sight anomalies occur. Neverthe- 
less, a more advanced graphic presenta- 
tion, such as the three-dimensional dis- 
play used in the Universal Military 
Simulator might have worked better. 

Each game turn represents 30 minutes 
of action and is comprised of 25 separate 
phases! Simplistically, these phases en- 
compass fire, movement, retreat and re- 
supply. On a more subtle 
level, the interaction of dis- 
ruption, efficiency, fatigue 
and morale is particularly 
fascinating. 

Units routing near the 
center of attack can have dis- 
astrous effect on other 
friendly units in the area and 


si. AMEE potentially disrupt the entire 


_ 
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effort. This feature, com- 
bined with the manner in 
which unit leaders impact 
the flow of events, graphi- 
cally illustrates the delicacy 
and finesse required of true 
tacticians. The famed 
massed-column tac- 
tics of the French 
Army will not carry 
the day. 

The most suc- 
cessful tactical inno- 
vation contained in 
Battles of Napoleon 
is the way cavalry 
units are manipu- 
lated. Though they 
are traditionally em- 


ployed as harassing 
ae elements on the 
- enemy’s flanks, this 


program~ allows 
players to designate 
a target unit for their cavalry despite initial 
separation. Once selected, the cavalry 
charges the targeted unit. They might be 
met by enemy cavalry enroute, if the 
enemy had the foresight to place any cav- 
alry in a counter-charge mode. Secondar- 
ily, they might be spotted in time for the 
targeted unit to form a square, which nulli- 
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At last, Bandai debuts the most succes lly re-run television show in 
history for the first time on the Nintendo screen. This latest addition to 
_ the Nintendo game library comes with our 90-day limited warranty. 





: Sanilel isa sadiwred trademark of Bandai America, Inc. 
Gilligan's Island is a trademark of Turner Entertainment Co. 


© 1964, GLADASYA-UA TV. © 1989 Turner Entertainment Co. : : Licensed by Nintendo® for play on the 
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wise engaged, cavalry usually completely 
routs the targeted unit for the remainder 
of the battle. 

Battles of Napoleon succeeds because, 
in addition to providing a wealth of detail, 
it forces players to realize their lack of om- 
nipotence. It precludes excessive control 
by heavy-handed tacticians and illustrates 
the folly of micro-management. It is a war 
game that respects the premise on which 
it was formed and the limitations of the 
men it portrays. 

—Ed Dille 
Strategic Simulations Inc. 
675 Almanor Ave., Suite 201 
Sunnyvale, CA 94086 
(408) 737-6800 


Guns & Butter 


SOFTWARE TOOLWORKS 
Versions: IBM PC ($49.95), 
Macintosh ($49.95) 





The classic dilemma faced by all coun- 
tries is how to balance the competing 
need of feeding people with that of pro- 
viding for the national defense. Well- 
known designer Chris Crawford tackles 
this interesting subject with his recent re- 
lease, Guns & Butter. The game was com- 
pleted over a year ago, but its release was 
delayed due to the recent buyout of Mind- 
scape, the game’s original producer, by 
Software Toolworks, the current publisher. 

Guns & Butter is basically an exercise 





in managing re- 

sources. The player bx. 
must optimize his 
available work pool Ee 
to accomplish the Be 
most with the work- 
ers in his kingdom. § 
Producing lots of Be 
food and weaponry 
is the main goal, but accomplishing this 
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Chris Crawford has 
been one of the most 
reliable game 
designers, and Guns 
& Butter, by Software 
Toolwerks, is another 
successful chapter in 





requires many different intermediate ma- 
terials. For example, iron ore is used to 
produce pig iron, which in turn can be 
used to produce either farm tools or 
swords. 

As the player’s kingdom grows in size, 
it can use efficient processes for even 
higher quality food and weaponry. In all, 
five different levels of both food-produc- 
ing tools and weaponry can be developed. 
But since each requires a wider array of 
basic components and a larger base num- 
ber of workers to be effective, it may take 
quite a while to get to the upper end of 
highly effective tanks and tractors. 

After workers are assigned, troop 
movement and combat for the turn is exe- 
cuted. Combat results are figured accord- 
ing to simple, predefined formulas that 
favor the larger force and troop movement 
over roads. The produce-and-move cycle 
is carried out over and over until one king- 
dom takes over the entire continent or all 
the other kingdoms surrender. 

Three levels of play are available. The 
beginner level takes place on a very small 
continent with a single opposing kingdom 
and only has the first two levels of food 
and weaponry. The intermediate level ap- 
proximately doubles the land area, adds 
two additional opponents, extra food and 
weaponry and a slightly more detailed 
economic model. In addition to its popula- 
tion, each province now has forest, desert 
and mountains. The more of each type, 
the fewer workers required to produce the 
raw materials found in each setting. 

The advanced setting adds several fac- 
tors to make the game even more interest- 
ing. This time the continent is large 
enough for seven players, and the eco- 
nomic model uses all five levels of food 
and weaponry. Most interesting is the ad- 
dition of diplomacy and alliances. 

At the start of a turn, each player has 
the chance to propose and join in military 
alliances. These allow all workers in the 
alliance to be put in one big pool, and 
therefore they are able to produce more 
united than they could separately. The 
only drawback is that only the target of 
the alliance can be attacked during that 
turn, so these combines should not be en- 
tered hastily. 

The simple graphics in Guns & Butter 
use black and white exclusively. While the 
different elements are fairly easy to recog- 
nize, even a little color would have greatly 
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WCW and World Championship Wrestling are service 
marks (SM) of World Championship Wrestling, Inc. 
Dr. Chaos is a trademark of Fujisankei Communica- 
tions International, Ine. Licensed by FCI for play on 
the Nintendo Entertainment System®. Nintendo 

and Nintendo Entertainment System are registered 
trademarks of Nintendo of America Inc. FCl is a 
registered trademark of Fujisankei Communications 
International, Inc. 150 East 52 St, NY, NY 10022 
Consumer Information (708) 968-0425 


Official 


Seal of Quallty 
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Not Just Kid Stuff 
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Do youdare 
open the doors 





The warp zone experiments of the brilliant Dr. Chaos have gone horribly wrong. They’ve 
unleashed armies of bloodthirsty creatures, trapping him in his remote research facility. 
Now only his brother Michael can rescue him. 


To succeed, Michael must brave a haunted house filled with vicious monsters. Can he 
fight his way through dangerous passageways? Track down the concealed weapons? Find 
the secret vials of strength? And assemble the only weapon powerful enough to defeat 
the ultimate beast, Canbarian? 


@ Thriller graphics 


@ Three different screen patterns FREE at 

@ Graphic score pad tracks life force, weapons found, weapons in use Wrst 

@ Memory capacity saves your score and restarts the game at any point Wine PORES 
or 2 


* Send the UPC Bar Codes from any two FCI games with your size, name, address, zip code, and $2 postage 
and handling in an envelope to this address: FCI T-SHIRT OFFER, PO Box 669508, Charlotte, NC 28266. Adult 
sizes only: S, M, L, XL. Allow 4-6 weeks for delivery. Offer good through Dec. 31, 1990, or while supplies last. 
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enhanced the game. The mouse is utilized 
to change settings and plan troop move- 
ments. While the keyboard can simulate 
the mouse, it is much more difficult to use. 

Guns & Butter is truly a Chris Crawford 
product. While it is difficult to learn how to 
play the game, the underlying mechanics 
can be grasped with some effort. It has 
that certain factor that keeps the player 
coming back for just one more try at con- 
quering the world. Anyone who can over- 
look the game’s rather plain graphics is in 
for a fun time. 

—R. Bradley Andrews 

Software Toolworks 
60 Leveroni Court 
Novato, CA 94949 
(415) 883-3000 


Infestation 


PSYGNOSIS 
Versions: Amiga ($39.95), 
Atari ST ($39.95), 
IBM PC ($39.95) 





The latest 
from the graphic 
wizards at Psyg- 
nosis is an ac- 
tion-adventure 
title, Infestation. 
Unlike some 
other Psygnosis 
titles, there’s an 
intriguing, highly 
playable game 
beneath all the 
flashy graphics. 

The Interplan- 
etary Federation 
sent its top agent Kal Solar to investigate 
the fate of the crew of the Alpha II space 
colony. The crew is believed to have met 
‘an alien intelligence from the planet 
whose moon they orbit. A transcript of the 
final transmission from Alpha II is in- 
cluded in the documentation. 

Kal Solar is dropped onto the surface of 
Xelos, the moon where Alpha II is located, 
with only his power suit and a pulse rifle 
to combat the assorted nasties in the 
game. As Kal Solar, the gamer must 


164 











search the surface of the moon for an en- 
trance to the Alpha Il complex while 
avoiding the antlike creatures and now- 
hostile sentry robots that roam the moon’s 





surface. 

Once inside 
the multileveled 
complex, Kal 
must locate eggs 
laid by the alien. 
The only way to 
destroy the eggs 
is to expose 
them to cyanide 
gas, which causes 
them to decom- 
pose _ rapidly. 
Computer termi- 
nals on each level provide a map of that 
sector and mark each egg’s location. 

When all the eggs are exterminated, 
Kal must rig the station’s reactor to over- 
load and destroy the planet, then work his 
way back to the moon’s surface to be 
picked up. If he fails in his mission, the 
eggs hatch to form a deadly army that will 
ultimately overrun the universe. 

There are several ways to move 
throughout the complex. Lifts transport 
Kal between levels, while shuttles move 
rapidly on the same level. Inside the com- 
plex, Kal occasionally encounters the huge 


Avionics 


M.M,U. ist aktiv 
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guardian robots: large faces with eyes that 
emit deadly photons. Kal’s power suit pro- 
vides partial protection from the deadly 
rays. Some eggs are hidden in the ventila- 
tion tunnels, and certain areas of the com- 
plex can only be reached through the tun- 
nels. Repair robots that deliver fatal 
electric shocks when touched lurk within 
these tunnels. 

Cartridges of cyanide gas are scattered 
throughout the complex along with other 
useful items, such as a compass that links 
into the station’s computer for navigation 
information, refills for the suit’s power, 
oxygen and food supplies. The suit’s oxy- 
gen and power supplies go quickly, so Kal 
should only use them when 
necessary—for traveling through irradi- 
ated areas and after exposing the eggs to 
the cyanide gas. The pulse rifle only func- 
tions with the power on and the helmet'’s 
visor down. 

Infestation uses the polygon-fill graph- 
ics technique that has become so popular 
recently. But like most Psygnosis titles, 
Infestation takes this technique and 
runs with it. Unlike most polygon-fill art 
that represents an open doorway with a 
black rectangle, /nfestation shows the con- 
tents of the room. The display is surpris- 
ingly quick and smooth, possessing only 
minor glitches. 

As far as the audio goes, Infestation 
uses sparse sound effects with no 
background music. This actually enhances 
the feeling of being alone in the complex; 
the only sound 
heard is. Kal’s } 
breathing. | 

This adventure | 
is a welcome addi- | 
tion to any collec- | 
tion of action-ad- 
venture games. 
Although it is 
fairly easy to get B 
killed in the begin- 
ning, once computerists get the hang of 
the system, they should be able to play 
Infestation to its conclusion. Once again, 
Psygnosis provides a visually stunning 
game. This time the game play lives up to 
the graphics. 

—Michael Holda 
Psygnosis 
29 St. Marys Court 
Brookline, MA 02146 
(617) 566-1569 
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Jack Nicklaus’ 
Ultimate Golf 


& Course Design 


ACCOLADE 
Versions: Amiga ($59.95), 
IBM PC ($59.95) 





Classic sports simulations differ from 
other genres in that designers cannot alter 
the basic game itself. Each new disk within 
a given sport must provide new chrome to 
entice players to upgrade from their prior 
favorite. On some occasions the extra fea- 
tures are worth it; other times they are 
not. Fortunately for lovers of golf both on 
and off the fairway, Jack Nicklaus’ Ulti- 
mate Golf & Course Design delivers. 


With the Golden Bear 
behind it, along with a 


CURRENT 
high-quality design, Acco- [6 Jiute 
lade’s Jack Nicklaus’ Ulfi- ee a oe 





mate Golf & Course Design CURRENT By [course 
is bound to be popular. [3 [67 fe 


e 


As the title implies, the 
program actually contains 
two separate and distinct 
functions. It is possible to 
play Jack Nicklaus’ Ulti- 
mate Golf without ever ac- 

cessing the Course Design 

) (ya0K : feature, but to do so would 
Gaga (Totsi; eve By be a terrible mistake. It 

contains a fully function- 
ing graphics editor that allows re-creation 
of one’s favorite holes in loving detail. 
Players begin with a topographical 
plot of land in one of three basic settings: 
mountain, parkland or seascape. Using 
an overhead display and any form of 
point-and-click device, 18 holes can be 
roughed out in a matter of minutes. What 
players do is essentially plot the center- 
line of each hole, including doglegs and 
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All games 
come with 


a 90-day 
warranty. 
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WE WE California Raisins 22 39 Evert/Lend! Tenn 20 36 Jackal 10 19 22 39 

PAY SELL Captain Comic 16 29 Excitebike 8 16 J. Chan Kung Fu 22 39 *Mtor City Patrol 22 39 
TITLE OF GAME YOU USED Captain Skyhawk 22 39 Family Feud 22 39 Jaws 8 16 “Muppet Adv. 22 39 
10 Yard Fight $8 $16 Casino Kid 22 39 Fantasy Zone 24 42 Jeopardy 20 36 Muscle 12 22 
1942 10 19 Castle Dragon 18 34 *Faria 22 39 Jeopardy Jr. 22 39 Mystery Quest 14 26 
1943 16 29 Castlequest 10 19 Faxanadu 12 22 John E. Qtrback 10 19 NARC 24 42 
720 12 22 Castlevania 12 22 Fester's Quest 14 26 Jordan Vs. Bird 14 26 *NES Ply Ftbll 22 39 
8 Eyes 14 26 Castlevania || 10 19 Fighting Golf LT 24 42 Journey to Silius 24 42 *Nascar Chall 22 39 
Abadox 22 39 Castlevania Il! 24 42 Final Fantasy 24 42 Joust 14 26 Natl. Football Lg 14 26 
Adv. Bayou Billy 10 19 Cave Man Ugly 22 39 *Firehuse Rescue 22 39 Karate Champ 6 14 Nw Zealand Story eb '91 
Adventure Island 20 36 Champ Bowling 22 39 Fist/North Star 12 22 Karate Kid 12 22 Nghtmre Elm Str. 24 42 
Adv. Island II Feb '91 Chessmaster 22 39 “Flight Intruder 22 39 Kamov 14 26 Ninja Crusaders 22 39 
Adv. Mg. Kgdom 20 36 Chiller 14 26 Flying Dragon | 14 26 *Kickle Cubicle 22 39 Ninja Gaiden 14 26 
Adv. of Lolo 12 22 Chubby Cherub 28 49 *Flying Dragon I! 22 39 Kid Icarus 18 34 Ninja Gaiden II 20 36 
Adv. of Lolo II 22 39 Circus Caper 22 39 “Flying Drag Ill 22 39 Kid Kool 22 #8639 Ninja Kid 8 16 
Adv. Tom Sawyer 8 16 City Connection 12 22 Formula | 22 39 Kid Niki 14 26 Nobun. Ambition 26 44 
After Burner 16 29 Clash Demonhead 14 26 Frankenstein 22 39 King Knight 12 22 *Noid Game 22 39 
Air Fortress 16 29 “Classic Concent. 22 39 Freedom Force 14 26 Kings Of Beach 14 26 *North & South 22 39 
Airwolf 12 22 Clu Clu Land 22 39 Friday the 13th 10 19 Kiwi Kraye Feb '91 *ORB 3D 22 39 
Al Unser 16 29 Cobra Command 12 22 Fun House 22 39 KLAX 24 42 Operation Wolf 8 16 
Alien Syndrome 12 22 Cobra Triangle 12 22 G. |. Joe 22 39 Knight Rider 16 29 Othello 10 19 
All Pro Basketball 22 39 Code Name Viper 14 26 Galactic Crusader 22 39 *Krion Conquest 22 39 P.O.W. 8 16 
Alpha Mission 10 19 Commando 10 19 Galaga 18 34 Kung Fu 10 19 Pacman 12 22 
Amagon 10 19 Conan 22 39 Gauntlet 12 22 Kung Fu Heroes 16 29 Palamedes 22 39 
Anticipation 12 22 *Conflict 22 39 Gauntlet || 22 39 Last Ninja 22 39 Paper Boy 16 29 
Arch Rivals 22 39 ConquestvCrys Pal 22 39 Genghis Khan 34 59 Last Starfighter 22 39 Password 24 42 
Archon 14 26 Contra 10 19 Ghost & Goblins 10 19 Legacy/Wizzard 8 16 Perfect Fit 20 36 
Arkanoid 40 79 Crystal Mines 22 39 Ghost Busters 12 22 Legend of Kage 10 19 Pesterminator 22 39 
Arkistas Ring 24 42 Crystalis 28 49 Ghost Busters || 24 42 Legendary Wings 10 19 Phantom Fighter 20 36 
Astyanax 18 34 Cybernoid 10 19 *Gilligans Island 22 39 Life Force 8 16 Pictionary 24 42 
Athena 8 16 Dr. Chaos 14 26 Goal 16 29 Little Lg. Baseball 22 39 Pinball 12 22 
Athletic World 16 29 Dr. Jekyll/Hyde 10 19 Godzilla 16 29 Lt Nemo Dr Mstr 22 39 *Pinball Quest 22 39 
Baby Baomer 24 42 Dance Aerobics 12 22 Golf 10 19 Lode Runner 14 26 Pinbot 16 29 
Back to Future 14 26 *Darc Seed 22 39 Golf Peb Beach 18 34 Loopz 22 39 Pipe Dream 22 39 
Bk Future II & III 22 39 Dash Galaxy 10 19 Golgo 13 10 19 *Lord Lightning 22 39 Pirates 22 39 
Bad Dudes 16 29 Days of Thunder 22 39 Goonies || 8 16 *Low G Man 22 39 Platoon 6 14 
Bd News Bsball 24 42 Deadly Towers 12 22 Gotcha 10 19 Lunar Pool 22 39 Police Academy 22 39 
Bad Str Brawl 14 26 Death Race 22 39 Gradius 8 16 *M.ULL.E. 22 39 Popeye 14 26 
Baloon Fight 14 26 Defender || 16 29 *Gremiins II 22 39 M. Andr. Wrid. 22 39 “Power Pad Ftbll 22 39 
Bandit Kugs Anc 22 39 Demon Sword 8 16 Guardian Legend 12 22 *M. Ditka Ftbl 22 39 Predator 14 26 
Bards Tale Mar ‘91 Defender/Crown 10 19 Guerilla War 12 22 Ms. Pacman 20 36 Price is Right 24 42 
*Bart Simpson 24 42 *Deja-Vu 22 39 Gum Shoe 10 19 Mach Rider 10 19 Princess Tomato 22 39 
Baseball 8 16 Desert Command 12 22 Gunsmoke 12 22 Mad Max 22 39 Pro Am Racing 10 19 
Bseball Simulator 29 39 Dest. Earth Star 16 29 Gyruss 12 22 Mafat Conspiracy 24 42 Pro Wrestling 10 19 
Baseball Stars 24 42 *Destiny Emperor 22 39 Hard Driven CALL M. Jhnson Bskb. 12 22 Punch Out 12 22 
Bases Loaded 10 19 Dick Tracy 22 39 *Harlem Globe 22 39 Mg of Sherezade 24 42 Punisher 22 39 
Bases Loaded || 20 36 Dig Dug I! 18 34 *Hatris 22 39 “Mg Sherezade |! 22 39 Puss and Boots 22 39 
Batman 14 26 *Digger 22 39 Heavy Barrel 20 36 Magmax 10 19 *Puttmaster 22 39 
Battle of Olympus 18 34 Dino Riki 12 22 *Heavy Shredin 22 39 Maj Lg Baseball 8 16 *Puzzle 22 39 
Battle Chess 22 39 *Dirty Harry 22 39 Heroes of Lance Jan '91 “Maniac Mansion 22 39 Puzznic 22 39 
*Battle Tank 22 39 Disney Adv. 22 39 Hogans Alley 12 22 MappyLand 20 36 “Pyro 22 39 
*Beetle Juice 24 42 Donkey Kong 14 26 Hollywood Sqs. 22 39 Marble Madness 12 22 Quix 22 39 
*Bg Bird Hd/Sk 22 39 Donkey Kong Jr 12 22 Hoops 8 16 Mario Brothers 14 26 Q-Bert 14 26 
Big Foot 24 42 Dnky Kg Jr Math 28 48 *Hunt for Rd Oct 22 39 Marvels X-Men 14 26 Racket Attack 14 26 
*Bill/Ted's Adv. 22 39 Donkey Kong 3 14 26 Hydlide 8 16 Master Chu 20 36 Rad Gravity CALL 
Bionic Comm 14 26 Dnky Kong Clas. 16 29 Image Fight 22 39 Match Box Racers Feb '91 Rad Racer 14 26 
Black Bass 30 54 Double Dare 22 39 | Can Remember 22 39 Mech Attack 20 36 Rad Racer |! 20 36 
Blades of Steel 12 22 Double Dragon 14 26 Ice Climber 10 19 Mega Man 22 39 Raid Bungl. Bay 10 19 
Blaster Master 8 16 Double Dragon II 16 29 Ice Hockey 10 19 Mega Man II 18 34 Raid 2020 18 34 
Block Jan '91 Double Dribble 8 16 Ikari Warriors 10 19 Mega Man Ill 22 39 *Ralley Bike 22 39 
Bomber Man 16 29 *Drac's Night Out 22 39 Ikari Warriors Il 10 19 Mendel Palace 22 39 Rambo 8 16 
Boulder Dash 22 39 Dragon Power 10 19 Image Fighter 22 39 Metal Fighter 20 36 Rampage 18 34 
A Boy/his Blob 14 26 Dragon Spirit 22 39 *The Immortal 22 39 Metal Gear 6 14 RBI Baseball 12 22 
Breakthru 10 19 Dragon Warrior 14 26 Imposs Mission || 20 36 Metal Mech 22 39 RBI Baseball II 22 39 
Bubble Bobble 16 29 *DragWarrior II 22 39 Indiana Jones 10 19 Metroid 10 19 Remote Control 22 39 
Bugs Bunny 22 39 *Dragon's Lair 22 39 Ind. Jns. Lst Crus 22 39 M. Mousecapade 14 26 Renegade 10 19 
Bgs Bunny Bthdy 24 42 Duck Hunt 3 9 Infittrator 16 29 Mighty Bmb Jack 12 22 Rsce Emb. Miss. 12 22 
Bump & Jump 14 26 Duck Tales 18 34 lron Sword 14 26 Millipede 20 36 Rescue Rangers 22 39 
Burai Fighter 20 36 Dungeon Magic 22 39 lron Tank 14 26 Milon's Sec Cstle 10 19 Ring King 16 29 
Burger Time 12 22 *Dusty Diamond 24 42 Ishido/Syones 22 39 Mission Cobra 22 39 Rvr City Ransom 14 26 
*Cabal 22 39 Dyno Warz 20 36 “Isolated Warrior 22 39 Mission Impossible CALL Road Blasters 12 22 
California Games 22 39 Elev. Action 16 29 J.Nicklaus Golf 22 39 Monster Party 12 22 Road Runner 16 29 


MOST GAMES DELIVERED WITHIN 2 BUSINESS DAYS 











TO ORDER, 61 2 533- 81 1 8 To Purchase: Send check or money order, or credit card number to 
CALL FUNCO, INC., 4948 Highway 169 North, New Hope, MN 55428. Add $4.50 

Shipping plus 50¢ per game. Add $1.00 per title if ordering by credit card. 
OR WRITE TO: F UNCO, INC. APO's, Canada, Alaska, Hawaii, please double shipping charges. MN 





THE FUN CLUB 
4948 Highway 169 N. 
New Hope, MN 55428 


residents please add 6% sales tax. 


WE DO NOT CHARGE YOUR 
CREDIT CARD UNLESS YOUR GAME IS IN STOCK. 
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USED GAMES AND 
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are what we do best. 





N C O "THE FUN COMPANY" 


When it comes to our customers, 
Friendliness, Honesty & Quick Delivery 


Robo Demons 20 36 Spr Team Games 10 19 Zelda 12 22 GAME BOY SEGA 
Robo Cop 14 26 Super Xevious 22 39 «= Zeldall 1222 GENESIS° 
Robo Warriors 10 19  Swords/Serpents 22 39 Zmbie Nations Jan ‘91 Hyper Lode Runner = 10 19 
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| FREE MEMBERSHIP—Just fill out coupon ss Go 


| and mail in. You will receive "The Fun Club” hoa 
| catalog. Q rine 
| THE FUN CLUB se, 


O 
4948 Highway 169 North, New Hope, MN 55428 
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(612) 533-8118 





To Sell Us Games: Call us first for current prices. Prices 
based on game, instruction manual and original box. Subtract 
$1.00 for missing manuals and $3.00 for missing boxes. 


(Due to a 3 month lead time to place this ad, our sell or buy 





prices may be different) | Address 
(We reserve the right to refuse any purchase or sale.) | City 
ALL CHECKS ARE PROCESSED PROMPTLY. _ | State Zip 
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continued from page 165 


offset greens, as applicable. Along the 
way, a handy display provides length and 
current par for the hole being plotted, as 
well as a cumulative for the course up to 
that point. 

The Jack Nicklaus’ Ultimate Golf & 
Course Design manual is beautifully pro- 
duced and organized and includes an en- 
tire section on how the Golden Bear ap- 
proaches course design. Nicklaus pops up 
periodically with hints and tips as the de- 
sign progresses. 

Each hole is then individualized, as 
players edit greens, roughs and fairways, 
add bunkers, water, trees and rocks or 
even houses. The course may be sculpted 
through raising and lowering elevation to 
create the undulating effect desired. Play- 
ers also place tees and can include up to 
five pin placements, which are randomly 
selected each time the hole is played. 

Both broad- and fine-pixel brushes are 
included in the editor so players can 
achieve extraordinary detail if they desire. 
All of the objects in the graphic library can 
be modified, such as adding an autumn 
hue to trees or creating entirely new ob- 
jects. Furthermore, while editing the hole, 
one can select any location and observe a 
three-dimensional 360- 
degree perspective from 
that point. These tools 
are sO comprehensive 
that the player can use 
scorecards from local 
courses (from Sawgrass 
to a favorite par 3) to 
bring them home in fj 
under an hour. If a detail 
is missed or the course is 
subsequently altered, it 
can be reedited at any 





bar until one reaches the green. Here, an 
optional topographical grid makes reading 
the greens much easier. The grid is a wel- 
come addition, and its presence does 
nothing to detract from the illusion. 

Jack Nicklaus’ Ultimate Golf’s greatest 
attribute is its humility. It’s nice to see the 
Golden Bear duff one now and then. It 
makes him—and the simulation—much 
more human. 

Is this game the ultimate golf experi- 
ence, as the title proclaims? Well, it may 
not be a hole-in-one, but it’s a solid eagle. 
To reach the pinnacle, true tournament 
play needs to be included. Also, instead of 
defaulting to the internal speaker after the 
opening theme, the product would benefit 
from background sound and speech syn- 
thesis/crowd noise. 

The strengths of Jack Nicklaus’ Ulti- 
mate Game & Course Design far outweigh 
any shortcomings. It’s a must-buy for any 
avid computer golfer. 

—E. D. 
Accolade 
550 S. Winchester Blvd., #200 
San Jose, CA 95128 
(408) 985-1700 


Pictionary 
BRODERBUND 
Versions: Amiga ($39.95), 
IBM PC ($39.95) 





Brgderbund’s computer version of the 
best-selling home game Pictionary is 
played much like charades. Instead of 


moment. Now that’s an interactive envi- Broderbund has acting out words, however, players 
ronment! released the popular 


In addition to user-generated courses drawing board game, 


and add-on disks, the game comes with ssabur meinen iewtbate 
Murfield Village and the Bear’s Track, a hand at giving picture 
course Nicklaus designed particularly for «lua omesereen. 
this release. 
A combination of up to four 
human/computer players compete in regu- 
lar or “skins” play. The skill levels of the 
computer opponents are varied, and both 


eee OUT OF TIME 
genders are represented. The mechanics pees «=the answer 1s 


‘vs ' ' TOF 
of play are familiar—players time their mento 


stroke and wrist snap on a sliding power 
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wHeTT CeCe SEE Vou Like 
SUSHI Sooo 


Over one hundred years ago during the mighty Shogun Era, the Lord of 
Darkness sent his fearsome army to terrorize the Japanese countryside. Using 
the Dark Lord’s powerful magic, his evil minions’spread famine, plague, and 
pestilence wherever they went, leaving the peaceful population hopelessly 
oppressed. .|t’s up to you to recruit/a lethal Mercenary Force from a band of 
deadly warriors and free the country from the Dark Lord’s ruthless reign of terror. 





Lene Oy Now Nintendo® Game Boy™ players can get mercenary with Meldac’s 
completely new type of action/shooting game, MERCENARY FORCE. Voted 
for play on the one of the top 10 game introductions in 1990 by Japan’s Game Boy Club 


Nintendo® Game Boy™ 


Magazine, Mercenary Force brings superior graphics and incredible stereo 
ine sound to Game Boy™ software. So if you have a head for strategy and a body 
(Nintendo) for action, what are you waiting for? Let’s Get Mercenary! 


Seal of Quality 





For more information 


scitend Goma Sei sad'ia Meldac of America, Inc. please contact: 
official seals are trademarks of 1801 Century Park East National Sales Department 
pao Suite 2210 Telephone: 213/286-7040 


1990 Nintendo of Amenca, Inc 


© 1990 Meldac/Live Pansiag Los Angeles, CA 90067 Fax: 213/286-7039 





sketch their clues for their teammates. 
Played by one to four players or teams, 
the computer version offers the added 


option of having the PC draw the clues if __Plefionary is fun to 


watch, with colorful 


desired. graphics and effective 
Players or teams have 60 seconds to onimertion to support 


guess the word, or the turn is forfeited. A this computerized ver- 
successful guess allows players to roll the sien ef the board game. 
dice and move along the board in an effort 
to reach the final square. 

Pictionary is fun to watch. The graphics 
are very colorful, and the animation of the 





rolling dice and the smoking artist are very also a treat: The brush takes on an inter- 
effective. The computer’s clue drawing is esting, ghostlike motion as it paints the 
clues. 


The problem with Pictionary lies in its 
practicality over the board game. Al- 
though the computerized artist draws 
quite well, it is almost too detailed. It 


WIDEO GAMES EXPRESS 


E'VE DECLARED WAR ON HIGH VIDEO GAME PRICE 








Mad Max 29.95 |cartridge(s) for the same title only within 30 days of purchase. No other 
Mafat Conspiracy 34.95 exchanges or refunds will be given. All items subject to availability. Prices 
Maniac Mansion 44.95 subject to change without notice * SALES TAX: FL residents add 6%. 
Mega Man 29.95 | SHIPPING POLICY: Continental US: All orders ship via UPS 

Mega Man 2 39.95 {Ground for $3.50 or UPS Blue for $6.00. Alaska,Hawaii &Puerto Rico : 
Mega Man 3 44.95 §Call/write for info. Canada: All orders shipped via UPS-call Ist for rates. 
Mission Impossible 35.95 


NINTENDO NINTENDO GAME BOY takes quite awhile to draw something rec- 
O Adv. Bayou Billy $35.95 1 Nightmare on Elm Street $34.95 0 Bases Loaded $ 19.95 ognizable. The artificial intelligence lacks 
O Adv. Magic Kingdom = 39.95. Ninja Gaiden 2 39.95 0 Batman 24.95 ff human resourcefulness and imagination, 
O All Pro Basketball 29.95 0 Nobunaga’s Ambition 49,95 O Boxxle 19.95 . sees ° 
O AI Unser’s Racing 34.95 0 Orb3-D 32.95 QO Bubble Ghost TBA elongating the game artificially with the 
° Arch Rivals 39.95 0 Pac Man 19.95 ; Bug's Bunny Castle 22.95 painstaking and time-consuming sketches 
Arkista's Ring 29.95 0 Pictionary 39.95 Castlevania 24.95 
O Back to the Future 2&3 34.95 Pinball Quest 19.95  O Chessmaster TBA § completed by the computer. 
: Bandit Kings Anc. China 59.95 ( Pipe Dream 34.95 : ee oe The on-disk drawing interface used by 
ses 39. aedalian us ; . 
ee ~~ “4 : 2a ciel xeon UO Dexterity , 2495 § the players is very complex, almost too 
: asebDda ae . 
O Battle Chess 34.95 Re O Double Dragon 24.95 much so. Gamers cannot be effective at 
Contr 
mote Control 29.95  Theawonn (ate TBA 
; otitis <r pacer 39.95 Fistof North Star 22.95 | clue-drawing until they spend a bit of time 
57. Robocop 34.95 0 ' : 
Fortress of Fear 22.95 a 
0 BIGFOOT 34.95 O Romance of 3 Kingdoms 54.95 Garsoyle's Quest. 2495 learning the system. They have to deter 
; ~e elie er O Sesame Street ABC 105 | GhenthumerD 72.95 mine what each icon does before they can 
aptain okyhaw QO Sesame Street 123 29.95 Cl Heavvmsioht Bovine 22:04 : . . 
i GasteeaniaS 42.95 11 Shadow of the Ninja raed ; eat ae ee master technique. This PC translation of 
OQ Caveman Games 39.95 1 Skate or Die 2 29.95 El In Your Face TBA the paper-and-pencil game may be enjoy- 
: ee 34.99 O Snake’s Revenge 35.95 0 Kwirk 22.95 | able for anyone who prefers playing board 
O Days of Thunder 39.95 0 Solar Jetman 39.95 O Light Boy Accessory 22.95 
O Destiny of anEmperor 44.95 Spot 39.95 Cl ‘Tuck "N Chase 19.95 games on computer, or for someone who 
O Dirty Harry 42.95 0 Street Fighter 2010 39.95 O Malibu Beach V-Ball 19.95 wants to play solo. But it brings very little 
QO Double Dragon 29.95 0 Super C 35.95 QO Mercenary Force 22.95 —_—e sf 
O Double Dragon 2 39.95 1 Super Off-Road 34.95 QO Motocross Maniacs 22.95 extra to tne party. 
Dragon Warrior 2 54.95 0 Swords & Serpents 34.95 - NBA All-Star Chall. 22.95 Except for watching the computerized 
Dragons Lair TBA {Q Tecmo Bowl 29.95 NFL Football 22.95 ' i. We , ‘ 
O Dungeon Magic 39.95 O Teen. Mutant Ninja Turtles 35.95 Nemesis 24.95 artist, a 7 pag teenie mala gaia mati 
: Dusty Diamond Softball 29.95 TMNT: The Arcade Game 49.95 : ae se tionary on disk. Personally, | prefer the 
: enquin ars 4 . 
near 34.99 0 The Punisher 39.95 on pee good, old-fashioned board game. 
O Gauntlet 2 39.95 1 The Simpsons 39.95 ipe Dream 22.95 
O Genghis Khan 49.95 0 Thunderbirds gong 0 Guat on —Frank Tetro, Jr. 
QO Serpent Star 22.95 
O Ghostbusters 2 19.95 0 Tombs & Treasures 39.95 Ut Shasghel 54.95 Brgderbund 
O Gilligan's Island 34.95 0 Total Recall 34.95 Tl Skate or Die 94.95 17 Paul Dri 
U Heroes of the Lance TBA 1 Top Gun: Second Mission 37.95 O Spiderman | 77.95 sia enisiiad 
. Hollywood Squares 34.95 O Ultimate Basketball 39.95 Q Spot 77.95 San Rafael, CA 94903 
= Hunt for Red October 39.95 0 Wheel of Fortune-Family 39.95 O TMNT-:Fall of the (415) 492-3200 
Image Fight — 29.95 0 Win,Lose or Draw 29.95 Foot Clan 26.95 
* bin : Silius At O World GP (Andretti's) 39.95 O Wheelof Fortune 26.95 
1 0O “ 
O Klax 34.95 #OUR POLICY: VISA & MASTERCARD accepted « No surcharge for 
O Little League Baseball 35.95 [credit card orders * Your card is not charged until we ship * No shipping The Plag ay & 
O Last Ninja TBA _ fcharges on backorders for currently available product(s)*Separate orders INNERPRISE 
O Loopz 34.95 | for product(s) not yet available *Two weeks clearance on personal and , : 
QO Ms. Pac Man 34.95 [company checks * No C.O.D.'s * We will gladly exchange defective Version: Amiga ($39.95) 
O 
O 
Oo 
0 
O 
O 
OU 
O 





Narc 34.95 | VGE* 1120 Holland Drive #16 « Dept. VGO1 * Boca Raton, FL 33487 
PHONE ORDERS: 407-241-8511 FAX ORDERS: 407- 241-8609 The Plague, the newest showltemaup 
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TURBO GRAFX 
Beeshu Ultimate Superstick44.99 












































THE ULTIMATE GAME CLUB TO es CALL 1-203-388-6741 







































































Pat Rile 5PlayerTap 39.99 
Zoomer Steering Whee! 49.99 Target Earth Land Buster (Feb) 49.99 
Turbo Grafx Systems 149.99 Thunder Force Il 52.99 Thunder Force Ill (Oct) 59.89 Psychow Violent ia : cami sae 
Turbo Tap 18.99 Tommy.Lasorda Baseball 55.99 Scraie ny 
Turbo Pad 18.99 34.99  MasterSystem!i 59.99 Stridet (Deck | 36.88 2358 Harold k iontin ia 
Turbo Stick 37.99 / GENESIS TITLES Control 14.99 jega ' 
Turbo CD-System 379.99 Mission (TBA) TBA Light Phaser 29.99 Su 
Turbo Booster 34.99 4 Kid 49.99 Su 
Turbo Booster Plus 49.99 Aerial Assault 34.99 Ult 
Happ Pro 5000 Joystic R 49.99 Assault City 39.99 
Alien Crush 28:99 TBA Alex - Shinobi World 34.99 P 
Blazing Lazers 54.99 44.99 Basketball Nightmare 39.99 
Bloody Wolf . 54.99 49.99 Battle Outrun 39.99 Tricky (Dec) 
Bonk’s Adventure 49:99 46.99 ‘Buster’ D's Boxing 34.99 Son of Dracula (Dec) 
Cratermaze 42.99 Bel ae 49.99 Cyber Shinobi (Dec) 34. 99 
Cybercore 54.99 re 49.99 Dynamite Duke 39.99 ani 
— Biue 42.98 < 49.99 Angle 34.99 
agon Spirit © 44.89 TBA Dick Tracy (Dec) 34.89 
neon Explorer 54.99 T TBA 3 tt 29. 
Galaga 90 28.99 Trameete Terror 42.99  Forgott . 5 Fi 
Final Lap Twin 54.98 49.99 Gauntlet fie Battle of Axi 
Fighting Street-CD 49.99 Fens 4 Ru 4999 Ghouls'nGheste S406 Gees . « er Grafx CD Adapter 79.99 ttle of Axis 
Fantasy Zone 39.99 a TBA Golden Axe 1, Grafx Junction 
J.J. & Jeff 42.99 oar Bhat (TCA) TBA Golden Axe ver Console 495.00 Atomic Robo Kid 
Legendary Axe 42.89 Super Volleyball (TBA) 49.99 GolfMania =~ ina NA ea onl (Dec) £9.00 
scien tae deta 20-08 Final Zone 49.99 Impossible Missieg -4 Pro Joystick 79.89 Granada , 
Military Madness 54.89 Whip Rush 49.99 Joe Montna Ftbai XE 4. 4 an any 60 | Siar oral 
Monster Lair-CD 49.99 Battie Mission 49.99 Bi Joystic . ar Cruiser 
Moto Roader 44.99 Final Assault 49.99 Extension Cable 17.89 Elemental Master 
Neutopia 54.89 Techno Cop (Van) 54,99 _ High Score Memory 49.99 Arrow Flash 
Pacland 44.99 Mega Panel 
Power Golf 5490 | 7 } 7» gaa Weir aes wen 8 A oe 
Or 49.998 
R-Type 82.99 
Sida Arms 29 
Shanghai 2.99 
S Harriet 62.99 
Takin’ It To The Hoop: A2. 
Victory Run > 29.98 
Vigilante 64.89 
World Class Basebali . 29.99 — 
World Court Tennis is 42.99 
NEW TURBO TITLES ~ 39.99 
Battle Royal (Dect pepo SAME COUNSELOR LINE. To order call 1-203-388-6741 or 39.99 
: 34.99 
Bravoman 49.99 Oi te ll ttiti(‘ik a nn mc (it 
Camp California 39.99 ROnIF WV 1-800-TOY-CLUB 42.90 
Chew-Man-Fu 45.39 é = . 42.90 
Devil's Crush 49.89 The Newest Genesis Games Neo Geo-American pugecser lag 
ies a 40-88 Bean Ball Benny (Feb) 49.99 tem 389.99 Hunt For Red October 44.99 
Dragon's Curse 45.99 eae Drivin Dee) (Feb) 49.99 tem w/ 2 Conir Nam Order The Ultimate Hint Book Now with over 1000 hints, = The Punisher 39.99 
Drop Off 45.99 Paperboy ( TBA ‘75 of bert : $79.99 a tips, codes & strategies for almost every video game Quest of the Avatar (Dec) 39.99 
foe. beeen ase 4o88 Road Blasters TBA ian i The Bard's Tale TBA 
ae <n oy ne 
Ps costs _— 45.5 99 is Tea g 9 49.99 Nanos Lord The Game Genie is NOW in STOCK! Call for Details!!! The Simpsons ) 42.99 
se : 7 
“ Mickey 49.99 Bill & Ted’s Ex. Video Game 39.99 
Splatter House 54.99 er Golf 199.99 - 
Season) ios renee Bie Ge eae, He spon Soe pr eg 
Super Volleyball 45.99 Joe Montana (Dec) “i | Each 
Tiger Road 49.99 Wrestle War {Dec} 49.99 seball Stars 2 oh The Last Ninja 39.99 
Tineball 4599 ‘Strider 64.99 nine Of ney aers Frankenstein 39.99 
TV Football a eo? Gos at Righter aes of ele Tohma i 
Sonic Spike 39.99 Son tord : xing a eo ( a 
TURBO CD GAMES antasy Star 3 (Jan) TBA The Stiperspy 199.99 Turbo Express Handheld wee Man 3 Cc) 49.99 
Valis II 49.99 Vermillion 69.99 League Gard 2 Turbo Express TV Tuner n2io§ Bdv,.£as Gravity 39.99 
Last Alert 49.99 Hell Fire —— Ms Carry rr EVERY vide £ Galley 5006%, 39.99 
; ‘ Sword of Sodan (Dec 49.99 ata ideo Tapes Featurin vi : : £5 39. 
Mag Dinsaurs Tour 42.99 Battle Squadron Bee) 49.99 Pia wa and system Known! From 19 99-30.89 it. hailenge 44.99 
Super Darius 49.99 LYNX Adapier AC Adapater: ue! Grafs, Neo Geo, Moga Dive, oenaine ) 44.99 
Y's 1& it 43.98 Biue Lightin 34.99 pasar nese esse ; 
& g . Lock 'n Chase Now you can fs u Mega a Drive ames on your Genesis ash Bal © TBA 
SEGA GENESIS Chips Challenge 34.99 Dexterity stem with sis Converte .89. No Caveman Games 44.99 
: Electrocop 34.98 Dead Heat Scramble —— to ve wld eariridg are necessary. T.M.N.T. The Arcade Game 49.99 
ee j Lp peng — eyed Tasmania Story CRVERIONS BF owe Ski or Die 39.99 
canta} FU nee + egal on gq Robo Cop ow you can ney Po Engine Fairies on your Turbo Grafx _——~Pirates 39.99 
be . Gremlins 2 wan tbo Grafx Convertérs. On converts games __ Isolated Warrior 39.99 
ae ——— , ~ eS ee ee. - Final Fantasy ¢ Grafx without needing a PC Engine! Guiatarend to work! a Island Ii (Jan) TBA 
Beeshu Genesis Gizmo 59.99 Zarior Mercenary 34.99 oheaatin eng S ot 580 99 vl (Dec 98.98 
Genesis Stack Hack 11.89 Xenophobe 34.99 __Battleball ' , Japanese/American Naja C 42.99 
Anencunved 49.89 Kiax 39.99 ttlet ; Battle Ace 79.99 nja Crusaders y 
ale Kidd 39.90 3-0 Bar oy 96 Amazing Penguin Grand Zot 89.99 CD Games Drac’s Night Out 44.99 
Air Diver 46.99 Road Blasters 39.99 © pewenay Force Ghouls 'n Ghosts 109.98 ee See Ubleuchable Le 
Columns 29.99 Slime World 34.99 ponerRecer 35.99 
Crack Down 49.99 Paperboy 39.99 Paperbo | 37.99 
E-Swat 49.99 War Birds 34.89 The Devi & The Boy % : : 42.99 
Forgotten World 52.99 rygar 39.99 Bubble Ghost eS ry xe TBA 
Ghostbusters 49.99 Ms Pacman TBA G.I. Joe (Jan) Fasc Gre wr: ( Ye coats ree pronto 3 Wan) TBA 
eons A Ghosts oy an a” TBA Burai aged Deknes (Man)Disk Drive Bowling Demolition Derby Battle of Bastille Touchdown Fever (Jan) TBA 
Gol vite 47.99 Cine ; ang F ' ed Amazing Call for Famicom & (Feb) Valice Ill For over 1,000 new & used 
——_—_ 44.99 S cart ar “oe co Beetiejtice (rea) Disk Drive games. Avenger Nintendo, Turbo Grafx, Sega & 
og mall Carry Gase = 14. A Boy & His Blob (Dec) Golden Axe Genesis Games and accessories 
Lay x Be Large Carry Case 18.99 Heavy Weight Boxing Mega Drive Accessories Rom Rom Stadium at the guaranteed lowest prices 
pe me ae 99 AC Adapter 8.99 Ghostbusters II XE-1 Joystick 59.99 Side Arms Special call! 
Moores | 8.88 GAMEBOY Games souoo Neuere” Eee, 205 ae aa 
ames ordan vs. Bir SJ 3500 Contri Pad 34.99 -203-388- 
Nye e Cee eal — a Gameboy System 89.99 Super Scrabble Converter to Gen. 29.99 Legend of 3 Heros The Ultimate Game Club 
Phantasy Stari enon eee atlack Spot -The Video Game Ranma 1/2 1491 Boston Post Rd 
Rambo {il 45.99 [Shido Dragon's Lair (Dec) Turbo Grafx Accessories Dept VG-03 
Ravercie of Shinobi gg Solar Striker oe _ .e Freedom Remote Joystick 39.99 Qld Saybrook, Ct. 06475 
Shove It! 39.99 Space Invaders s sclreiter hdeaivae aienigg ll crag membership send $10 
Soccer 35.99 WWF Supsrae (Get) Bonk's Joystick 34.99 membership sen 
Space Harrier | d 39.99 Se Happ Pro Joystick 24.99 ened or $20 anywhere 
Super Han 39.99 N All Star Challenge uf name, address, and 
Super H aide 54.99 Duck Tales ae resis Accessories 
Super Monoco GP 49.99 Roger Rabbit mote Joystick 39.99 
Super Thunder Blade 39.99 Mickey Mouse Superstick 29.99 







HAPP Pro Pad 24.99 








We do not accept COD orders. Call for postage rates on orde ACCES tar e orders. This ad des all sevious ads and catal 

missing instructions, $1 or missing box oF p cover, $2.50 persia missin ) ng aD glasses anid $3.50 f we retum ame back to alogs: ie 

pnd er are subject to a 5% handling c charge or $3:50 whichever is @ fant to to “change po cies, icles, pric or specials a! ‘any time ¥ 

merchandise ~~ s or exchanges without prior authorization. All n ciatective yrerchandise $s warranted acturer only. All used games ° Se mthip date. All used & 
ames can only be exchanged for the same game. We make no guarantees for product performance. Once eu order is placed if cannot be hanged: ti eros wish t 

preorder must be paid in advance. You mus = a member to buy and sell games at club prices, or else ce for all a es and 18s. ‘ni aiso will pay ine $2 less 
ou sell us unless you are a member. fesse allow 4 wee Upon Lig of Mee 1 3 u_send us Powe cart p process and est you canes. : at ESHip or A gd oo Sah 
rdered trom us Within 30 days. c oq: Ultimate a enesis, Turbo Grafx and Nintendo are registered tradem stor endorsed m. Priées subject to 

without notice. We are not responsible for pograp hical cat ats fe) ders will take longer than 24 hours to process due to verification of orders pevetees of préduct or ot A. 

things beyond our control. All prices listed ember prices on : of the itms in this ad may not be in stock when you read this ad. Al At gam at are preordered cannot be 

can ellec or refunded- only credit will be issued towards a future purchase. All credits take 30 days to process. Memberships are non-refundable. Expires 11/30/90. UGC 1491 colon Post Rd. 
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hit from Maryland’s Innerprise Software, innerprise’s The Plague 
has a simple premise: Shoot everything has « simple premise: 
that moves or attacks, and blast every- Sheet everything that 
thing that looks like it came from a low- meves or attacks, and 
budget sci-fi movie. The story behind the blast everything that looks 
game is that the player must wipe out all like it came from a low- 
traces of a disease that ravaged the land budget science-fiction film. 
and mutated animals and people. 

The character pictured on the box and 
starring in the game is a rugged, muscle- 
bound guy drawn by renowned artist Do- 
rian Vallejo. Control of this hero is easy. 
The screens show the character from the 
side as he jumps, ducks and plunders his 
way through the four levels of game play. 
There are six weapons for the champion 


see YourGAME BOY. Hm. “ , 
-InAWhole New Light [Ixia 


they are most needed. 
Graphics are excellent in The Plague. 
Many monsters can appear on-screen at 


‘ Folds For Compact Storage once without slowing the game—move- 
, Adjustable Ligh .... a ments are fluid, and the colors are bril- 


: ‘. “a liant. 
° Lightweight L Either sound effects or music (but not 
Ci g-y:) me) 
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both) play throughout the game. You'll 
find it’s necessary to hear the sound ef- 
fects until you get used to the levels. After 
that the player will probably prefer to lis- 
ten to the music instead. Both make full 
use of the Amiga’s capabilities. 

Higher levels are very difficult, but not 
impossible, and the boss creatures at the 
end of each level are particularly nasty. It 
takes a while to finish the game, but it 
maintains a high level of fun along the 
way. Lastly, the player with the highest 
score gets to sign in with a built-in paint 
utility for the vanity screen, which is saved 
to disk. 


Wened S00) 


THE ILLUMINATOR» is a trademark of yovee . . . 
Greer & Associates Inc. Greer & Associates Inc. Nintendo®, <i The Plague is easily the finest and 
. ‘| Hayward, CA GAME BOY and Official Seals are ~@ie 7 . . . 
ENN (800) 426-5767 vedomaracet Matesde obaenedoxine =f fastest large-sprite arcade game available 


LICENSED BY 


Pate evn ©1990 Greer & Associates Inc. 
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ntroducing EYE OF THE BEHOLDER, 
volume | of the firstgraphica 


based AD&D: computer fant 
role-playing saga — The LEGEND SERIES! 
Stunning 3-D graphics and explosive 
sound deliver mesmerizing face-to-face 
combat and encounters! 
Easy “point-and-click” commands 


and 3-D point of view create a “you are. - 


there” feeling throughout your entire 
adventure. Everything you experience, 
including movement, spell-casting and 
combat, is from your point of view! 






“a 


AD&D: computer fantasy role-playing 
has never been like this! — 


“Legend has it there’s a criminal 
conspiracy hiding in the Waterdeep 
sewers. Is this true? Well, if someone is 
hiding down here, we're going to find 
them... and destroy them!” 









COMPUTER PRODUCT 


Dung Ss 





%- IBM & AMIGA! 
“: CLUE BOOK! 





Sess 
= rT | 
| Ae EN ee 


: > RAN . sal \ i 
Mhgache RE RRS acca, 11) 
wet ; 


. ~ 


To order: visit your retailer or call: 
1-800-245-4525, in the U.S.A. & Canada, to 
charge on, VISA or MasterCard. 


To receive SSI's complete 
product catalog, send $ 1:00 
to: SSL 675 Almanor Avenue, 
Suite 201, 

Sunnyvale, CA 94086 










TSR, Inc. 


ADVANCED DUNGEONS & DRAGONS, 
AD&D, FORGOTTEN REALMS, and the 
TSR logo are trademarks owned by and 
used under license from TSR, Inc 
©1990 TSR, inc. ©1990 Strategic 
Simulations, Inc. All rights reserved. 
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tas mow mr ann heer you can ahowe’ After dinner, you can always battle maggots, RYGAR, the 2 player meets bit that pits you 


oncoming planes and destroy secret military blood-flies and drools in the dangerous 8 against ferocious beasts, hideous demons or 
bases in nine action missions with BLUE player game — SLIME WORLD. worse, your best friend. 
LIGHTNING. 





PAPERBOY. Fling p pas at non-subscribers, RAMPAGE. Become a 60 ft. beast, demolish Encounter loathsome beings. Escape from 


race your bicycle on people’s lawns — in buildings and eat tanks as an army attempts horrible creatures. It’s you against the evil 
other words, the ultimate afterschool job. to destroy you. Up to 4 players can take part in empire in the game of GAUNTLET. 
the destruction. | 


Warm up the brain cells. Condition And now you can play them 
those fingers. Break out the antacid. on earth. In fact, anywhere on 

The new Lynx earth. Because the 
cartridges are here. Lynx is the world’s 

Twelve of the first portable, color 
roughest, toughest, video game system. 
most challenging With its totally 
game cartridges in the Cosmos. unique = 16 bit graphics engine, 





Blue Lightning, Slime World, Zarlor Mercenary™ Epyx, Inc. Xenophobe, Rampage™ Bally Manufacturing Co. Klax, Paperboy, Gauntlet, Road Blaster™ 
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. Catch 


ROBO SQUASH. 7he ultimate paddle game. XENOPHOBE. 7rapped in a space station, you KLAX. Maneuver your platfo the 
The goal is to squash the enemy and line up must destroy the aliens. Side-scrolling falling bricks. Stack ‘em for points. And try to 
four globes in a row to win. But be careful, adventure for up to 4 players. do it all before your dad asks to borrow it. 


three splats and youre out. 
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ROAD BLASTER. Drive and avoid mines, It’s a galactic shoot out between you and 

exploding towers and enemy vehicles for aliens in the 4 player game ZARLOR ghosts by guiding her through multiple mazes 
points and make it through 50 levels. Great to MERCENARY. Your only hope is to kill them all gobbling up dots, energizers, fruits and 

play in the back of the car. or break for lunch. pretzels. 






the Lynx lets you play arcade you better hurry. Because they’re 
quality games that really look like — going fast. And so are all these game 
arcade games. In 4 channel sound. — cartridges. 
Play by yourself. With one opponent. Visit the videogame section in your 
Two opponents. Three opponents. favorite store now. 
Or you can even link up with seven Before they’re wiped out. 
other players on certain games. e. wow ~er ee ae 

So if you don’t already own a Lynx, 





Atari Games Corporation. Ms. Pac-Man™ Namco, Lid. Rygar™ Tecmo, Ltd. Atari, the Atari logo, Robo Squash, Lynx™ or ®™ Atari Corporation, Copyright 1990. CIRCLE #182 ON READER SERVICE CARD. 








@ Experience the faithful, detailed re-creation of Tolkien's 
classic work. 


e you hero enough... @ Duel one-on-one with the evil Orcs and Dunlendings. 


@ Interact with individual characters and lead the elite 


...to ride with Gandalf, Aragorn, and the other _ cavalry of Rohan as they battle across realistic 
Fellowship characters against the forces of the traitorous 3-D terrain, or let the computer 


wizard Saruman? handle the details of combat. 
Then explore the all-new fantasy adventure game 


based on J.R.R. Tolkien's The Lord of the Rings. See your local retailer, or call 1-800-826-0706 to order. 


| One of the istari, 
| sent fo Middle Earth to 
unite the Free Peoples 
| against Sauron. 
Tronsformed affer 
B his defeat of the Balrog | 
iato Gandalf the White, — 
he would now contend 
with Saruman as well. 


Actual IBM screens 


System Requirements: IBM PC, true IBM compatibles. DOS 2.1 or higher. 512K RAM, MCGA, VGA, EGA or Tandy graphics card. 5.25" and 3.5" disks available. Amiga and Atari STE. Mouse optional. Ad Lib card support. 

The program is published with the cooperation of the Tolkien Estate and their publishers, George Allen & Unwin (Publishers) Ltd. The plot of Riders of Rohan, the characters of the Hobbits, and the other characters from the 
Lord of the Rings are copyright George Allen & Unwin (Publishers) Ltd 1966, 1974, 1979, 1981. All brand names and trademarks are the property of their respective holders. Spinnaker is a registered trademark of the Spinnaker 
Software Corporation. ©1990 Spinnaker Software Corp. 
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continued from page 135 
best letters that hit my desk, whether they 
agree with me or disagree. 

Actually, the number of folks with com- 
plaints, corrections or disagreements repre- 
sent a small percentage of my overall mail, 
but those letters are appreciated just as 
much, and sometimes more, than fan letters. 
Fan letters are nice, too, however. 

As for the Genesis modem, its use in 
Japan has been limited to banking functions. 
Sega of America is determined not to release 
it in the States until there is a solid base of 
software to make use of it. 

And thanks for the Space Invaders info, to 
you and a// the readers who were good 
enough to explain the process to me. Now if 
only | can find a working S/ machine to test 
the theory. 





Is it true that both Nintendo and NEC have 
32-bit machines in the making? 

—Jae Keh 

Rivervale, New Jersey 





While it is possible that either or both of 
those companies have some sort of 32-bit 
system prototype in development, the reality 
of the marketplace dictates that we aren't 
likely to see them in the immediate future. 
Nintendo is finally getting ready to unveil its 
SFX machine (a/k/a the Super Famicom) in 
the United States, and it would be suicidal for 
them to then announce yet another techno- 


Q & A QUICKIES 
-* To the various readers who wondered if 
Genesis cartridges contain both English and 
Japanese text, ‘the answer is yes, most, if not 
all of them, do. Which explains why Joe Sou of 
Bellflower, California, gets his text for Forgot- 
ten Worlds in Japanese on his Mega Drive sys- 
tem. With this system, the same ROM boards 
can be used on the American and Japanese 
systems. We've even heard that some of our 
more adventurous readers have managed to 
evoke the Japanese text on their American 
game systems. 
> Patrick C. Williams of Woodbridge, Vir- 
ginia, has read that VG&CE 
puters and modems can reach us online. This is 
true; VG&CE can be found on DELPHI, and any 
“Messages for ace hie can be sent through 
De 3 v us 1D SUBWAY. 














space to answer tein: Please remember that 
the Doc isn’t staffed to provide personal 





Decatu iano 12, Lae Voge NV 89107 
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logical upgrade. NEC could perhaps make the 
jump more easily, but we haven't heard so 
much as a peep indicating that it will do so in 
the forseeable future. And, although you 
didn’t mention them, Sega also steadfastly 
denies that they are making a 32-bit system. 

Besides, most of the games we've seen so 
far for the 16-bit systems are just better-look- 
ing and -sounding versions of the same 
games that we've been playing for years on 
the 8-bit machines. Then there's the fact that 
home video-game systems are already begin- 
ning to run up against the brick wall of exist- 
ing TV technology. 

Until HDTV (High Definition television) 
comes along, video-game graphics will only 
go so far before they exceed the ability of the 
TV set to generate the detailed images the 
system can create. 


question 


I’m the type of person who enjoys playing 
two-player games such as Double Dragon. | 
was wondering why there are no simultane- 
ous two-player games for the Apple Ilc? 

—Phil Meier 
Watertown, Wisconsin 





Two-player games have become some- 
thing of a rarity on a// computer systems. 
This probably stems from the fact that com- 












Z%, Dungeo 





contain (among other things): 








the toughest opponents. 


Blades and Champions 
role-playing game, Countdown to Doomsday. 


OFFICIAL 


Advanced 
nsapragons’ 2 


COMPUTER PRODUCT 


GET A CLUE! Stuck in any of SSI's AD&D® fantasy role-playing games? 
Get a clue - get aclue book! Treasure troves of information, clue books 


« Detailed maps for the entire game - including 
locations of all major events in the adventure 


¢ Combat tips that allow you to defeat even 


Get the most out of your adventures - don't let the secrets elude you! 


Clue books are available for Pool of Radiance, Curse of the Azure Bonds, Secret of the Silver 
of Krynn, as well as for the new BUCK ROGERS™ science fiction 


TO ORDER: Visit your local retailer or call 1-800-245-4525 (USA and Canada) to charge on Visa/MC. 


San ct 
oS x under license from The Dille Family Trust. 
STRATEGIC SIMULATIONS, INC? 


CIRCLE #169 ON READER SERVICE CARD. 


puter gamers overwhelmingly play solitaire. 
Most computers are set up at work stations 
designed for use by one person, as opposed 
to video games, which connect to the family 
television and therefore invite multiplayer 
participation. Also, the lack of sprites on the 
Apple Il series computers may make it diffi- 
cult to produce more than one player-maneu- 
verable character on-screen at any time. 





| would like to know why when people 
speak of the Genesis and TurboGrafx-16 sys- 
tems they refer to them as “16 bitters” even 
though the TG-16 is not a 16-bit system. | 
would also like to know why there is a “16” 
at the end of TurboGrafx-16. Is it to trick peo- 
ple into thinking it’s a 16-bit system? [Finally], 
how can | find out the sales of both systems 
so | may see which is doing better in sales? 
—Steven Everett 
Lenoir City, Tennessee 


a nye: 

While it’s true that the TurboGrafx-16 
doesn't use a 16-bit CPU, it does employ a 
16-bit graphics processor, hence the title. The 
sales figures on these systems are closely 
guarded information but as of press time, the 


Genesis seems to be enjoying a significant 
sales lead over the TG-16. 



















ADVANCED DUNGEONS & DRAGONS 

AD&D are registered trademarks owned by 
and used under license from TSR, Inc., Lake Ge- 
neva, WI. BUCK ROGERS is a trademark used 
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WE SELL 


THE AT THE 
ee LOWEST 


PRICES!! ie ae PRICES!! 


WE PAY 





RADE-IN YOUR OLD 
TITLES 

















































































































































































































GAMES We Buy | We Sell | GAMES : We Buy | We Sell} GAMES | We Buy | We Sell | GAMES |We Buy | We Sell} GAMES We Buy} We Sell} GAMES | We Buy| We Sell 
| 16.00 | 32.95 | MASTER CHUATHEDRUNKHAROHJ | 9.00 | 29.95 |SHADOWGATE | 7.00 | 29.95 /TOTALRECALL _—__—|_‘11.00| 34.98 | 
 — eee | 4.00] 15.95 [MATCHPLAY | 9.00] 27.95 |SHINGEN {10.00 | 39.95 | TRACKAND FIELD _—=—s|—-6.00 | 18.95 | 
GOTCHA |_ 4.00 | 16.95 [MECHANIZEDATTACK _|_ 9.00 | 20.95 |sHINOB! | (8.00 | 27-95 | TRACKANDFIELDII _—|_—7.00 | 21.95 | 
IaRaDIUS, =| 4.00 | 17.95 |MEGAMANI| | 10.00 | 29.95 | SHOOTING RANGE | 3.00 17.95 TROAN |S 4.00 | 17.98 | 
195 |GRANDPRIX | 8.00 | 24.95 [MEGAMAN |_(9.00 | 27.95 | SHORTORDEREGGSPLODE! | 7.00 2295 [TURBORACING _—__—|-10.00 | 33.95 | 
IABADOX, | 26.95 |GRIDGRABBER | 4.00 | 17.95 |METALFIGHTER | 6.00] 19.95 |SIDEPOCKET «17.00 47.95 [TWINCOBRA—s—sd|—(8.00| 27.08 | 
( | 10.00 | 32.95 |uTMA | 10.00 | 29.985 | 
| 5.00 | KATE OR DIE | 5.00 | 17.95 | URBANCHAMPION _|_3.00 | 16.95 | 
| 3.00 | | SKULL AND CROSSBONES | 8.00 | 24.95 |VEGASDREAM | 9.00 | 26.95 | 
| 21.95 |CONRA Fo 5.00 | 1apgeReAVY BARREL | 10.00 | 29.95 | | 8.00 | 24.95 | VOLLEYBALL |_3.00 | 17.95 
AFTER BURNES |_| poWt saesdmocies EEPLGRION | agi e7.65 [HELL RAISER ——«| 9.00 |_7.00 | 22.95 | WAR IN THE MIDDLE EARTH| 8.00 | 24.96 | 
IAIRWOLF_ £77. | aor aes | Gity si 117.98 |HOGAN'SALLEY | 3.00 | 16.95 | | 9.00 | 27.95 |WEBWORLD | 8.00 | 26.95 | 
ALL PRO BASKETBAEE | 18.00 | 32.95 |DASHGALAXY INTHE ALIENASYLUM | 4.00 | 19.95 |H@EROCKS ss (8.00" 9:26.98 |_9.00 | 28.95 |WILDGUNMAN | 3.00 | 17.985 | 
IARCHON | 10.00 | 31.95 |DEMONSWORD __—,_ 11.00 | $7.95 | |_9.00 | 26.95 | WIZARDRYWIZARDS AND __| 10.00 | 32.95 | 
JARKANOID WITH CENTERS. | 20.00 | 47.95 |[DESERTCOMMANDER _|_ 12.00 | | 3.00 | 17.95 |WARRIORS | 4.00 | 18.95 | 
IARKISTAS RING | 12.00 | 28.95 |DESTINATION EARTH STAR | 9.00 | # | 8.00 | 24.95 | WOOD AND WATER RAGE | 9.00 | 27.95 | 
JASTYANAX | 42.00 | 29.98 | DICK TRACY | 12.0089°36.95 | |_9.00 | 27.95 | WORLD CHAMPIONSHIP WRESTLING | 12.00 | 36.95 | 
JATHLETIC WORLD | _3.00 | 17.98 | | 10.00 | 3495 |worRLDGP_ | 6.00 | 18.95 | 
IBABYBOOMER _—|_(9.00 | 23.96 | |_9:00 | 27.95 | WORLD RUNNER (3D) __|_3.00 | 17.95 | 
IBABYGANGSTER ___|_10.00 | 24.96 | |_7.00 | 20.95 | WRATH OF THE BLACK MANTA | 8.00 | 24.95 | 
IBACKTOTHE FUTURE _|_ 11.00 | 29.98 | |_ 9.00 | 26.95 | WRECKING CREW __—|,_10.00 | 29.95 | 
IBADDUDES | 10.00 | 28.96 | | 8.00 | 2495 | WRESTLEMANIA |_7.00 | 22.95 | 
[BAD NEWS BASEBALL _|_ 12.00 | 33.95 | | 10.00 | 31.95 | XENOPHOBE | 6.00 | 17.98 | 
[BAD STREETBRAWLER _| 12.00 | 32.95 | | 9.00 | 27.95 |xeEvious 7.00 | 22.985 | 
|BARKER B'S TRICK SHOOTING | 10.00 | 27.95 | DOUBLE DRAGGIR 00 |<lies | JEOPARDY | 6.00 | 31.95 |xyBoTS 8.00 | 27.98 | 
[BASEBALL SIMULATOR 1,000_| 12.00 | 31.95 [DOUBLE DRIBLE | 4.00 Lig, | JEOPARDY! 25th ANNIV. EB SUPER OFF ROAD | 10.00 | 3495 [ZELDA 6.00 | 22.085 | 
IBASESLOADED |_| 10.00 | 29.95 [DRAGON POWER | 5.6085) 17.95 [JOURNEY ‘ ' [SUPER RALLEY __|_—8.00 | 24.96 | GAME BOY 
BATMAN, | 18.00 | 95.95 |DRIVINGGAME ‘10.00 | has | Kian | 26.95 FETS | We Buy | We Sell 
IDUNGEON MAGIC | 12.00 | 38.95 |KICEE Gis JPERTEAMGAMES _| 9.00 | 26.95 | BASESLOADED _—|_7.00 | 16.98 | 















[DUSTY OUNMONDS AL STAR SOFTBALL| 10.00 | 33.95 | KID er 7 te | fos [6 BOOMER $ ADV. IN ASMIK WORLD 


—_ i 
“IN 































8.00 | 17. 
ELEVATOR ACTION Y 
EVERT AND LEANDL TENNIS KINGS 4 Se | 6.00 | 17.95 | 





25.95 G 
| 29.95 | FISHER PRICE: | CAN REMEMBER] 10.00 | 24.95 |LEGEND OF KAGE 1 4 95.05 | EENASEMVIANT NuiiA TORRES PRGA LODE RUNNER | 5.00 | 15.965 | 











































































| 4.00 | 22.98 DOM FOR 2¢ 4007) 19.95 | THE LAST STARFIGHTER “ha 

| 12.00 | 32.95 [FRIDAYTHE 13TH =| 400 18.95 |LUNARPOOL _—=—_—_—i| 10.00 | 27.95 |ROCKANDBALL _—__i | 2495 |THEPUNISHER ss | ORD 

| 14.00 | 29.95 |GALAGA ————C=éd|:SC7.00 | 22.95 [MADMAX ———_—si|«*'10.00 | 32.98 |ROGERRABBIT  _—s—_——s'|:*10.00 20.95 |THREESTOOGES ff Pu 
CAPTAIN SKYHAWK | 12.00 | 3495 |GENGHIS KHAN _|_ 14,00 | 39.98 | MAGIC JOHNSON'S FASTBREAK | 10.00 | 29.95 |ROLLINGTHUNDER _—_—s|_—-9,00| 27.98 |TIGER-HELI  —ss— “| (A O8'| 17.95 | 5 Hi 
[CARD SHARKS __| 14.00 | 29.98 |GHOSTBUSTERS _—_—i|_8.00 | 22.95 [MAGIC OF SCHEHERAZADE| 9.00 | 27.95 [ROMANCE OF 3KINGDOMS | 9.00| 26.95 |TIMELORD  _—s_—s_—s—séd(|—SC9.00 | 27.98 | SKATEOR wt Peel: a 
[CASINOKID.__—*||_~=-§,00 | 2298 |GHOSTBUSTERS II _—_—_—_—si|-11.00| 32.95 [MAGMAX———sd|:—S3.00 | 19.95 [RUSH'NATTACK —s—s||« 3.00/1495 |TOTHEEARTH  _—s_——sid|:—s7.00 | 22.95 | SPACE INVADERS _ 4 
CASTLE QUEST | 4.00 | 19.98 |GHOSTSAND GOBLINS _| 4,00 | 16.95 [MAJOR LEAGUE BASEBALL | 3.00| 18.95/RYGAR ss | 16.95 | TOMBS AND TRESURE _| 10.00 | 32.95 | SPIDER-MAN 7.00.1 
CHAMPIONSHIP BOWLING _| 12.00 | 31.95 |GODZILLA | 10.00 | 29.95 |MAPPYLAND __——si|:«6.00 | 19.95 |SECTIONZ —s—s'(|« 3.001 1395|TOPGUNI —s—s—s“— ss «|= 9.00] 2895 /TENNIS =F ss|SC.00 | 15.95 | 
CHAMPION SERIES | 10.00 | 29.95 |GOLF-PEBBLE BEACH | 8.00 | 17.98 | MARBLE MADNESS | 10.00 | 26.98 |SEICROSS —s——S—i| «00 | 2395 | TOPGUNIT =—s—s“ ~Ssi| 10.00] 3295 
THE CHESSMASTER | 12.00 | IGOLF-NINTENDO _————_—si|_—3.00 | 17.95 | MARIO BROTHERS | 9.00 | 28.95 |SESAMESTREET123__—'|~=7.00| 19.95 |TOPPLAYERSTENNIS | 9.00/ 2095; == =©6©|)~)~)S | i 
CHESTERFIELD | 13.00 | 27.98 ]GOLGO-13 14.95 | MARVEL'S X-MEN | 13.00 | 32.95 |SESAMESTREETABC _|_6.00| 20.95 |TOPSECRETEPISODE | 900] 2795; | | | 








¢ Price may vary without notice. »* Video Gameland reserves the right to turn down any order. 


and Much Much More!! 
also IMPORTED GAME CASSETTES from JAPAN!!! 


To orDER CALL eis NOW! (213) 792-1190C20"= 


TERMS AND CONDITIONS ORDER FORM 
All orders should be paid in full and must include sales tax and shipping. Money orders and personal checks will be accepted but no credit} VIDEO GAME LAND 
cards will be honored. C.O.D. orders will not be honored. All orders available in stock will be shipped within 7 days. All orders what are not ] PLAZA 1000 #D, 1000 TORRANCE BLVD. 
available may be cancelled or turned down by Video Gameland. Please allow 21 days for personal checks. Residents from Canada, Hawaii, |} REDONDO BEACH, CA 90277 
Alaska may call for shipping charges by phone. Shipping charges for the continental U.S. must be included with your check or money order. » O 
For order of 3 or less games, add $3.50 for shipping and handling. For each additional game over 3, add $1 for each game. For systems, add PLEASE CHECK ONE: | WANT TO BUY | WANT TO SELL 






















$8.50 for shipping and handling, and add $1 for each game. Prices listed are cassette prices only. For Nintendo and Sega Games, we deduct}. NAME Please Print AGE 
$1.00 for missing instructions, $1.00 for missing box or slip case, $2.50 for missing controller or 3D glasses and $3.50 per game if a game 

needs to be returned to you. All California orders must pay a 6.75% sales tax. Refunds or exchanges must pay a 5% handling charge or $3.50 ADDRESS 

amount whichever is greater. No refunds, credits or exchanges given without prior notice. All new defective merchandise is warranted by the CITY STATE ZIP 
manufacturer only. All used games are given a 7 day guarantee from their date or arrival. Both used and defective games can be traded in, — ——— 

only for the same game. Those ordering in large amounts will be granted a discount. Used atari games are no longer accepted. JAN. PHONE ( ) SIGNATURE 
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SUPkceMACY 


KkKkKKK 


Crisis in the Far East 


In the dimly lit Situation Room, Charles 
stands alone. Intelligence reports confirm 
the worst. The Chinese army has captured 
the Soviet port of Viadivostok. Moscow 
wants help now! 

Charles glances at the map, his heart 
pounding. If he sends troops, will the 
Chinese pull back...or escalate to a 
nuclear strike? 

Live on the edge like Charles. Play 
Supremacy* - the world conquest board 
game fought in the nuclear age. 


FREE COLOR CATALOG OF GAMES 
Call Toll Free 1-800-333-0589 
24 hours / 7 days 


At better game stores worldwide. 
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« Nintendo « Genesis 
« Tips ¢« Passwords 


e Hints ¢ Techniques 


« Turbografx - 16 


TIP MASTER (B) (A) 


Master the Power 





over all your favorite video 
games with the MASTER’S 
BOUOKLET including 
Super Mario Bros. 3 for 
only $9.95! Booklet also 
includes detailed maps 
and much more! 


Tip Master 
24307 Magic Mountain Parkway, 
Suite 322 
Valencia, California 91355 


(CA res. add 60¢ sales tax) 


Allow 6 to 8 weeks for Delivery 
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INTRODUCING: 


the Games Series... 


The Secrets of 


e Nintendo 
Secrets 
(350 pgs.) 
¢ Gameboy 
Secrets 
(250 pgs.) 
° Sega 
Genesis 
Secrets 
(250 pgs.) 
e Turbo- 
Grafx 
Secrets 
(250 pgs.) 
Each of these exciting new books is loaded 
with complete and up-to-date descriptions of 
games available, in-depth tips and : strategies, 
plus eye-catching graphics and layouts. Your 
complete guide to winning games! 


Send $9.95 + $2.05 P & H ($12.00) 
to: 


Z-Best Products Co. 
P.O. Box 6833 
Auburn, CA 95604 
(916) 268-0144 


(CA residen fs add 60% : sales fax per book) 
(Allow about 2 - 3 coveks) 
* Be sure to indicate titles you want 
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4 We're Turning Japanese # 


Your ultimate Japanese video game connection ! 


MEG DRIVE 


Heavy Unit 
Dynamik Duke 
Granada 

Star Cruiser 
Galaries 

Atomic Robo Kid 
Battle of Axis 
Stryder 

Space Invader '90 
Arrow Flash 

King of the Sword II 
New Zealand Story 
Rainbow Island 
Fire Shark 
Ringside Angel 
Elemental Master 
Darius II 

Kabeki 

Hard Drivin 
Batman 


And Many Others ... 


= 
GENESIS) 


GAME BOY 


Snoopy Batman 
Pitman Mickey Mouse 


Burai Fighter Ranma 1/2 
Lupin the Third Tuf Tuf 
Puzzle Boy And Many Others .. 





San SARs LIRA 


Over today! 
call 
Video Game Imports 


1-800-999-GAME 
or 1-908-409-0064 


CIRCLE #174 ON READER SERVICE CARD. 


Neo-Geo Ber Gel i 

(Includes 2 Joysticks & 1 Game) 
Neo-Geo Green System 

(Includes Unit & 1 Controller) 


Magician Lord 

Riding Hero 

Nam-1975 

Baseball Stars Professional 

Top Players Golf 

Ninja Combat 

Cyber-Lip 

The Super Spy 

King of the Monsters Coming Soon 
League Bowling Coming Soon 
Puzzled Coming Soon 
Blue's Journey Coming Soon 


New games every day ! 
U.S. Games also in stock ! 


Dealer inquiries welcome. 

All logos are trademarks of thier 
respective owners and are not in anyway 
connected to VGI. 

All prices subject to change. 


ra 5 ! 
Meet SA | 
\ ¢ / I 





continued from page 174 
and should keep the gamer busy blasting 
baddies for many frantic hours. 
—Russ Ceccola 
Innerprise Software 
128 Cockeysville Road 
Hunt Valley, MD 21030 
(301) 785-2266 


Hoyle’s Book 
of Games, 


Volume 2: Solitaire 


SIERRA ON-LINE 
Versions: Amiga, Atari ST, IBM PC, 
Macintosh ($34.95) 





PLAY 
re 
: ERE aE [ M me ct i = 


The copy on the box cover calls de- 
signer/programmer Warren Schwader 
“the ace of electronic card games.” 
Whether you think this is corporate hype 
or truth in advertising, it is on the record 
that Schwader is the author of such out- 
standing compu-card titles as Hi-Res Crib- 
bage and Hoyle’s Book of Games, 
Volume 17. 

Doctor Deck is back with a new collec- 
tion. This time it’s a selection of 28 ver- 
sions of solitaire. There are the familiar 
Klondike and Pyramid, plus some more 
esoteric solo challenges like Nestor and 
Spiderette. 

The rules for each variation, well-writ- 
ten by Bridget McKenna, are offered in the 
printed documentation and through a pull- 
down menu on-screen. The electronic pre- 
sentation is especially good. It divides the 
rules for each game into nuggets of infor- 
mation that can be quickly assimilated. 
The user clicks on a section once he or she 
grasps its meaning; doing so either sum- 
mons the next section or aborts the teach- 
ing process. 

The user selects the version and diffi- 
culty level with the mouse or arrow keys, 
depending on system configuration. The 
user controls the actual play through the 
keyboard, joystick or mouse. The latter’s 
point-and-click methodology is probably 
the most natural in a game of this type. 
When he completes a round of solitaire, 
the gamer can choose to quit the program, 
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Hoyle’s Book of Games, 
Volume 2: Solitaire, 
released by Sierra On- 
Line, doesn’t try to dazzle 
with special features and 
eye-popping effects but 
is simply an excellent 
card anthology. 





play another round by the same rules or 
pick a new version. 

The art team, which included James 
Larsen and Jerry Moor, as well as the de- 
signer himself, deserves credit for the 
easy-to-read card images and brisk anima- 
tion. The overall graphic approach di- 
verges significantly from the one taken by 
many rival programs in the last two years. 

Hoyle’s Book of Games, Volume 2: Soli- 
taire doesn't try to dazzle with tons of spe- 
cial features and eye-popping special ef- 
fects. It avoids the “splashy stuff” that 
some card sharks find annoying over the 
course of a long play session in favor of 
extreme user-friend- 
liness and hassle- 
free operation. 
While there’s 
enough animation 
of the cards during 
the deal and in the 
execution of the 
computerist’s com- 
mands to maintain 
interest, you never 
get a feeling that 
some glitzy routine 
is holding up the 
pace of play. 

Rob Atesalp’s music is good, especially 
during the betting sequence. A pull-down 
menu lets the user mute the sound and 
music if desired. 

Hoyle’s Book of Games, Volume 2: Soli- 
taire is an excellent card anthology for 
one-player fun. Its quality is worthy of its 
famous name. What more could a card 
fancier want? 

—A. K. 
Sierra On-Line, Inc. 
P.O. Box 485 
Coarsegold, CA 93614 
(209) 683-8989 
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Mood same hot game tipo! 
(aed of waiting for videsrgame news! 
Want iad other bat players to tlh to 


Wave a mestage that yay “a 
Yuu want to 
pare ow to the UGECE editors? 


You can do all this and more in the World of Also, this instantaneous link will let VG&CE post 


Video Games, the new connection on the news flashes that can be read right away, 
DELPHI online network. We'll cover all the hot game machines! 

lf you have a computer equipped with a e Nintendo 
modem, you can join in on the fun and ¢ Sega 
excitement that the World of Video Games e NEC 
Offers. This SIG (special interest group) Is e Atari 
devoted to you, the hard-core gamer, and will and any others, as they're introduced. And 
allow you to leave messages and have you'll know about them right away through the 
conversations with other players like you. World of Video Games! 


Join DELPHI now for only $9.95, and we'll include your first hour online. Additional time will 
be billed at only $6 per hour during home time (evenings and weekends). Or get 20 hours for 
$20 with DELPHI’s new 20/20 Advantage Plan. Details available online. 

To sign up, follow these simple instructions: 

|. With your computer and modem, dial (800) 365-4636. 

2. At the “Username” prompt, tyoe “JOINDELPHI” and hit RETURN. 

3, At the “Password” prompt, type “VIDEOGAMES” and hit RETURN. 

(If you have any questions, call DELPHI at (800) 544-4005.) 

Once you are on DELPHI, type ENT WORLD from the main menu to get to the World of 
Video Games! You can leave electronic-mail messages for us at our own ID, VIDGAMES. 


DELPHI 





Winning a Bride for the 


Prince of Persia 


BRODERBUND 
Versions: Amiga, IBM PC 


Jordan Mechner, author of the award- 
winning computer game, Karateka, brings 
another challenging action-adventure, 
Prince of Persia, to questing gamers every- 
where. This time, the evil Grand Vizier Jaffar 
has imprisoned the Sultan’s daughter high 
atop the palace and threatens to kill her in 
one hour if she does not consent to marry 
him. Trapped in the lowest dungeons of the 
palace, players must battle their way 
through the puzzle-ridden maze of rooms in 
an effort to rescue the lovely princess before 
the sands of time expire. 

Once Prince of Persia begins, the player 
should concentrate on practicing the moves 
until they become second nature. When 
jumping up to or down from a ledge, 
remember to hold the button down until the 
adventurer reaches safe ground above or 
has ground below his feet to fall on. When 
trying to jump a chasm, always use the care- 
ful walk mode to step right to the edge 
before instituting the jump move. 

After you have made it 
into the air, always press the 
button, just in case you don't 
make it to the other side. This |x 
will cause the adventurer to 4 
grab the edge on the other }#! 
side. Next, press up on the j¢ 
stick to climb to safety. [¥ 
Remember not to release the | 
button until our hero climbs 4 
to safe ground. 

At the onset, your charac- 
ter has no weapons, and it’s 
necessary to find the sword 
quickly in order to proceed against the Sul- 
tan’s guards. On this first level, immediately 
head left until the sword is obtained. Once 
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Broderbund’s Prince of 
Persia takes the player on a 
mission to save the Sultan’s 
daughter, who has only an 
hour to survive the impris- 
onment of her captors. 
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you have it, return to the right to face your 
first adversary. 

Sword fighting is challenging and takes a 
bit of practice. The guards on the first two 
levels are not that smart, which allows the 
player a chance to get used to the maneu- 
vers. Start by pressing up to draw the sword 
and stand still. The enemy will advance on 
his own. Swing the sword to get an idea of 
exactly how far the thrust reaches. The sec- 
ond the enemy steps within this range, hit 
the button. Once hit, the enemy will retreat 
outside this range temporarily. Continue in 
this manner until the guard is killed. 

In the upper levels, the guards move in 
and swing at the same time, 
rendering this strategy obso- 
lete. To counter this, once 
the guard swings, press up 
on the stick to block his 
thrust and immediately hit 
the button to retaliate with a 
jab of your own. This tricky 
maneuver is the best way to 
destroy the enemy. 

While exploring the dun- 
geon, there are a couple of 
: things to keep in mind. One 
| jis to always walk with a light 
foot. If a floor board looks slightly different 
from the rest, it’s probably a trap. To check 
this, jump up and down and watch the 
board. If it moves, it is a collapsing floor- 
board and you should leap over it. 

Other boards open gates that allow play- 
ers to move on. The trick to remember here 
is that a gate-opening floorboard is not 
always located near the associated gate. If 
you come upon a gate that is closed, try 
backtracking to earlier rooms, keeping a 
close eye on the floor for a board that may 
have been missed. 

Another good strategy is to drink all 
potions in the first few games and take notes 
on their effects. For example, all blue 
potions take away one energy block, while 


Kt 


VG&CE « JANUARY 1991 


Se YO WweRLdD T™ 
e Single player action _ 4 © eh Ke 
e Fantastic graphics & music SSS SLI sy 


e 6 special weapons ogy, 


e 5 “Power up” items y : 
¢ 10 Cinema displays : 
e 20 Different stages 
® Continue option 


TECMO 


NINJA 


ASS Lucu) 
7 We 





e Single player action 

e Superior graphics & music 
¢ 6 special weapons 

e 4 "Power up” items 
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e 1 or 2 players 

e Superior graphics 

¢ Coaching mode 

e Password for continued action 
e 12 teams 

e Super action cinema screens 


¢ 1 or 2 players 
¢ Superior graphics 
e Password for continued action - 
e Instant close-ups —_* Play Boys Teams © 
e Over 20 different cinema displays 
e 24 Different teams 
¢ Choose from 18 different pitches 








all red ones add one. The rest of them are 
for you to figure out. 

Finally, if you should come across a 
locked door or a section that seems to have 
no solution, try backtracking, carefully check- 
ing each room along the way. Oftentimes, 
there will be a ledge overhead that was 
missed the first time, or even a collapsing 
floorboard that was jumped over when it 
should have been knocked out and climbed 
down instead. The general rule here is leave 
no stone unturned. 

After all, a Sultan’s daughter is a terrible 
thing to waste! 

—Frank Tetro, Jr. 


Whipping Through the 
Housecleaning in 


Castlevania 


KONAMI 
Versions: Amiga, Commodore 64, IBM PC 


The player assumes the role of the infa- 
mous vampire killer in Konami's computer 
version of the popular NES hit Castlevania. 
The mission: Infiltrate the lair of the deadly 
nightstalker, defeat his legion of ghouls and 
make way to the castle’s tower to face the 
Count himself! 

The secret to success in Castlevania is to 
leave no stone unturned. Valuable treasure 
and important weapons are often found in 
the most unlikely places. As you walk along, 
whip anything that’s on the wall or along the 
floor. This includes plant pots, candles, 
stones and even brick walls. There’s 
frequently a candle hanging high on a 
wall or above a staircase. This almost 
always hides something valuable. Get 
to these by jumping up and whipping 
as you pass by. 

Keep on the move. If our hero hangs 
around in any one place too long, 
demons close in faster and faster from 
both directions. To keep from stopping, 
learn to jump and whip those high 
objects or enemies as you run along. 
This takes some practice to get the tim- 
ing right, but it really pays off. 

It's very important to learn to use the 
weapons available. The whip is extremely 
effective if used correctly. Remember to 
strike out at anything in an attempt to find 
the morning stars. This item will increase the 
effectiveness of the whip a great deal. It is 
also a good idea to build up hearts early so 
that once a special weapon is obtained, it 
can be used at will. 

The dagger fires straight across and, 
aside from being faster than the whip, offers 
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Konami has brought the 
strategy of its successful 
NES game to computers 
with Castlevania, which will 
land you in a battle against 
the evil Count Dracula. 


no other advantages. The axe is a good 
weapon to have when fighting objects that 
attack from the air. Keep in mind that the axe 
flies upward quite a bit before heading for- 
ward and is therefore not a good choice 
against ground enemies. The boomerang is 
the best weapon for the ground ghoulies, 
since it can take out any number of them at 
once and returns to nail anything it may 
have missed on the first pass. 

Most enemies encountered in Castlevania 
are destroyed with a single crack of the 
whip. Others take two 
or even three shots to 
go down. These 
tougher ghouls include 
the knights, the Medusa 
heads, axeman and any 
other ghoul worth over 
1,000 points. 

When dealing with 
these beasties, it’s best 
to attack from a dis- 
tance. Try to position 
our hero on a platform 
below the enemy. This 
way, you Can jump up, 
throw the specialty 
item and land out of the 
way of the enemy 
attack. 

Continue in this 
fashion until the 
creature is destroyed 
Should a room not con- 
tain any platforms, 
remember to attack 
with a specialty wea- 
pon and get as much 
distance as possible. Use the 
whip only as a last resort (if the 
special item runs out). It’s not 
powerful enough to kill these 
creatures quickly. 

At the end of the major 
stages, our hero is confronted 
with a boss ghoul who must be 
vanquished before the player 
may proceed. When battling 
these creatures, there are two 
things to keep in mind. First, use 
any special weapon you have 
acquired. Each does considerably more 
damage than the whip. The gamer can tell 
when he or she has hurt the enemy by a 
beep that sounds every time one is hit in the 
right spot. Second, observe the enemies’ fly- 
ing pattern and look for where they dive up 
or down. In other words, look for safe zones 
where you may move and attack from with- 
out being rammed. This is important, since 
direct contact with a high-ranking ghoul can 
be very hazardous to one’s health! 

—F. T., Jr. 
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j SUMMON THE POWER OF 
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a | : Powers of Warriors from 
distant times as they roam the 
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of Justice they seek and 
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Imagine yourself astride a winged horse, 
thrusting and slashing with a magical sword... 
Or skimming the earth on a futuristic airoike, 
blasting through waves of attack robots... 
Just imagine... Now get ready for the kind of jm 
innovative games we're known for. oe ee be 
New from NAMCO, the ; pt oie 
ntl Game Creator. _ 
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Ancient gods of 
Greece at war! Evil Tyohon, lord of : 
the underworld, has kidnapped lovely Artemis, the 
moon goddess. Apollo, the sun god, attempts a rescue 
astride the winged horse Pegasus. With your expert guid- 
ance, they soar through the sky and battle the likes of the 
snake-headed Medusa; and Charyodis, the sea monster. 
Extra fire power, lives, and speed will help in the final 
assault...but don't forget to grab Phelios, the Sword of Light, 
when it is offered. 


PHELIOS TM & © 1988. BURNING FORCE TM & © 1989. PAC-MAN © 1980. Namco Ltd. All nghts reserved. 
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Space combat at the 

Earth University. That's what you signed 
up to learn. Armored attack robots are blown away as 
you deftly pilot your deadly airoike through fantastic 16- 
bit 3-D-like graphics of Earth terrain and alien ruins. Next 
class, you hop in your fighter plane to battle boss ene- 
mies and mop up in the bonus rounds. When you've fi- 
nally mastered armament upgrades and piloting skills, 
you'll pass level six and graduate, earning the title "Space 
Fighter." “yf 
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registered trademarks of Nintendo of America Inc. 
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Finally, cool pool 
action for your 


Game 4 
In either 9-Ball or Pocket 
competition, you'll need to 
stroke a mean cue just to 
keep from getting laughed 
out of the pool hall. There 
are lots of balls to sink and 
trick shots to make before 
you can make if to World 
Class status in one-player 
mode. Or grab a buddy and 
hook up your Game Link™ 
for some intense 
head-to-head action. 
Side Pocket. From Data East. 





1850 Little Orchard Street 
San Jose, CA 95125 
(408) 286-7074 
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